
FILE NUMBER NINE 

February/March 1990 
Members' Eyes Only 





































CONFIDENTIAL File No. 9 : February/March 1990 


Contents 


Psst... Mk I & Mk II Page 2 

The Boss Upstairs and the Brossette downstairs get together 
for another appraisal of whatever comes into their mind as 
they get over their heavy Christmas boozing sessions. 

Top Secret - - - Do Not Read Page 3 

The New Year is a veritable wasteland for new releases, but 
Agent Orange still manages to fry up a good plateful of news 
and reviews from his News File. What's hot? What's not? 

Anita Sinclair Interview Page 6 

After what seems like forever, the silence from Magnetic 
Scrolls has suddenly been broken. Now there is talk about 
new systems, new games and new deals. So what is really 
happening in the Magnetic Scrolls closet? Confidential tells 
their story, with some up-to-date words from Anita Sinclair. 

The Team Revisited Page 9 

After the recent surge in memberships, and more than a few 
tragic occurences around the Official Secrets offices, the gun- 
smoke has settled and a new Team has emerged. 


The Wizard 


Page 10 


A new section for all beginners to this of adventuring lark! 
Join the Wizard's NightSchool and find out what it's all about. 

The Worlds Of Cosmic Osmo Page 12 

After several unexpected twists in the format of adventure 
games over the past few years, are these games to be a regu¬ 
lar addition? We report on their strengths and weaknesses 
and news of more on the way. 

The Wright Stuff Page 14 

Strange as it may seem, Linda Wright, authoress of games 
like The Jade Stone , has changed over to the world of play- 
by-mail. We get all the juicy details in a preview for her suc¬ 
cessful mail adventure, Arcania. 

A Decade Of Adventure Page 16 

With a welcome return to the pages of Confidential, Keith 
Campbell looks at the last decade and plots the history of the 
adventure game in it's ever-changing rise to the unwieldy 
beast that it is now! 

Dead Letter Box Page 18 

Not enough submissions for a classified section, but still 

enough to fill up the Club Noticeboard again. Now why are 
all the pleas for Infocom games? 



Drakkhen Page 19 

Infojgrames deliver something very 
special on the role-playing front - and 
a game that Agent Lockwood thinks 
will really stand on its own four feet. 

The Complete Adventurer Page 20 

Having trouble with the concept of role-playing. John Trevil- 
lian manages to squeeze in a little on the subject to aid those 
in the know and also to highlight just what computer adven¬ 
ture games fail to simulate! 

Alien Invasion Page 22 

The Confidential Papers are back with another short story for 
your delectation and delight. Not that this is really a tale for 
the faint-hearted... 

The Personnel File Page 24 

With letters still asking about who or what is a Grue, we turn 
off the spotlight on this most shy of creatures. Still, probing 
in the dark is really our fort£. 

Bestiary File/Bixby Page 26 

Cartoons and creatures go hand in hand again as we laugh 
along with these two popular features. 

Topologika Page 27 

Brian Kerslake talks to Confidential about the sudden appear¬ 
ance of Topologika's range of adventure games on the scene. 
So where have they been hiding all this time? 

MugScan p age 28 

Another new regular feature, presented by Pippin, creator of 
the MirrorWorld multi-user game. In the coming months he 
will be casting his eye over the world of those adventures that 
are just a phone call away. 

Puzzle Page Page 29 

Big Ron is threatening a mega-Crossword next Issue, but for 
now he's back with a very small one, and also A German 
Meat Hag? Is that correct? Also we have news of the win¬ 
ners from last month's Christmas Conundrum. 

For Your Eyes Only... Page 30 

Mr. In Black is back and raring to answer another batch of 
member's letters and also there is a SpeakEasy about this very 
magazine! 


? ” ACKNOWLEDGEMENTS ...' 

if B ^ lly all ' ro ™ d P ers0R ‘ without whose pay cheques Confidential would not be possible, would like to take a 

^® thank , 1 ^ galaxy of stare who now populate these offices: Meglomaniacs like John "Emporer Mong Collar" Trevillian (for 
wanting the world, and wanUng it NOW!), Robert Extremely Disturbed" Lockwood (for always being interupted) and, John "Fi Ling" 
Knight (whose Mum cooks a wonderful Chinese meal). Not a lot of room for the Special Mentions, but we thank you all anyway, giving us 
just enough space to mention the woman who is such a star that she's now autioning off her used complasters for £30 each, Veia 'T)oo- Jyou 
mind if I nick one of your chips Sawyer, Master m the Oriental martial art of kamikazi cup dropping and ardent left-wing campaigner for 

GAS EM (Grannies Against Smells and Everything Mucky), 


Special Reserve and Official Secrets are trading names of Inter-Mediates Ltd, a company registered in England: No 2054713. All club corre- 

10 u^i 847 ’ , 9PH ’ P lease - If you want t0 Place an order, ring the Special Reserve Club Hotline on 0279 

600204 For the Helpline or CONFIDENTIAL, phone 0279 726541. CONFIDENTIAL is published bi-monthly by Inter-Mediates Ltd, and 
printed by Bookmag, Inverness. All material is copyright of Inter-Mediates and individual contributors - but if you do feel obliged to plagerise 
anything; go ahead, punk, make my day! 6 v 6 

CONFIDENTIAL: ISSN 0954-3376. 


® 1 ® 












CONFIDENTIAL File No. 9 : February/March 1990 


...NEW STAFF... CHECK. NEW OFFICE CARPET... CHECK. NEW DESKS... CHECK. NEW SAUNA WITH HOT-AND-COLD RUNNING WOMEN.... TREVILUAN! 



I usually manage to write this column 
at least a few days before John Trevil- 
lian's final copy deadline. This time I 
am late, which is unfair to John 
because he has a responsibility to get 
the magazine to Highland Press on 
time. It doesn't take long to write, but 
it's been put aside together with a hun¬ 
dred and one other things while I con¬ 
centrate on one particular problem. 

In theory Special Reserve and Official 
Secrets should become more efficient 
as they become bigger, and we should 
be able to offer a better range at better 
prices as our buying power increases. 
But in practice die pace of our growth 
over the past few months is bringing 
our level of service down, and we 
must reverse that trend, and fast 

Every part of our system has needed 
evaluation. For example: We have 
always had a back-order system, to 
control outstanding orders until the 
stock comes in. Over 200 orders enter 
and leave our back-order system each 
day. How do we ensure that every 



why my section is always the same? 
How different can it be when I have to 
let you all know what's happening in 
the computer world, which just hap- 
pends to be the same every month! I 
have to follow the same lines 
(roughly) each month which include 
an introduction, thanking members for 


Psst. •• A WORD FROM 
THE BOSS UPSTAIRS 


back-order is despatched as soon as 
the products come into stock, so that 
none are missed? The back-order sys¬ 
tem is just one facet of our overall 
administration which has needed 
updating to cope with the throughput. 

Since November the clubs have 
become very successful and we have 
experienced a sustained level of fast 
growth. Over half of the thirty people 
working here have been with us for 
less than six months. Just how far can 
we expand our resources to handle the 
extra workload, without incurring too 
higher level of overheads? Will the 
turnover continue to increase or will it 
stabilise or reduce as the warmer 
weather arrives? Should we attempt to 
meet the demand or should we curb it 
by reducing our advertising or by 
increasing our prices? Back in the 
autumn we had the following choices: 

Plan 1: Project future growth, take 
on the space, buy the equipment, 
develop the systems, recruit and train 
the staff - and wait for the business to 
roll in. And risk going bust; not on 
your life. 

Plan2: Try to cope with existing 
resources, push everything to the limit, 
make the customers wait - watch the 
staff resign, become a dis-organised 
mess. Noway. 

Plan 3: React quickly as the work 
increases, recruit staff fast when they 
are needed, accept a manageable back¬ 
log of work (say 3 or 4 days), take 


some risks on overheads, ask for com¬ 
mitment from the staff (especially over 
Christmas), adapt existing systems, 
find temporary help. It's not easy but 
it is a sensible compromise between 
risk and service. 

I always try to take the longer term 
view. So the advertising has been kept 
up and the prices have been kept down 
and the clubs are booming. We are 
meeting the challenge by expanding 
our space, our systems, our staff, our 
equipment and our stock. Our aim is, 
after all, to be the best, and that takes 
commitment and sheer bloody hard 
work. 

The penalty for having three times the 
turnover is ten times die number of 
complaints! As the workmen put the 
final touches to the office space, as the 
racking goes up in the new store, as 
the new computer system begins to run 
smoothly, and as the new recruits 
become gradually more knowledge¬ 
able and efficient, so my confidence 
begins to return that we can be bigger 
and better and acheive the things we 
used to achieve, but on a bigger and 
more competitive scale. 

Perhaps we should make a computer 
game where the player gets to wreak 
untold death and destruction on the 
despatch person as suggested by J.V. 
Robson of Doncaster, or maybe we 
should put Vera on the Queries Line. 

THE BOSS UPSTAIRS 


O HE N K N I O H T * S 

A Little Psst... Downstairs 


solutions, asking for them to be writ¬ 
ten etc... 

Following last issue's cry for help in 
solution writing, I had many replies 
and now have solutions to - Leisure 
Suit Larry 3, Future Wars and Maniac 
Mansion. Bloodwych and Hound of 
Shadow will be ready shortly. Don't 
forget, if you offer to write solutions 
for us, the game is yours to keep 
FREE once you have sent us the full 
solution. This month's winner of the 
Solutions Draw is Richard Perry who 
sent us a write-up of Future Wars. 
Keep them rolling in to me as you 
could be next months lucky winner! 


If you have called the Helpline (out of 
office hours) lately, you will have 
heard our new answerphone message 
from Vera, our cleaner, who is busy 
excercising her vocal chords to the 
world. Do you think you could record 
something as witty as this? The mes¬ 
sage cannot be no longer than two 
minutes and must state our opening 
hours. Try to come up with something 
that we can use as our new message 
and send your cassettes (or scripts!) 
for the attention of me at our office 
address. 

I must leave you all for now... Kylie 
awaits! 

JOHN KNIGHT 
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-THE NEWS ROOMS ARE BUSTLING WITH ALL THE NEW YEAR'S RELEASES, BUT WHAT IS AGENT ORANGE DOING WITH THAT MISSILE? 


RET NEWS-DO NOT READ-TOP SECRET NEWS-DO NO 



Let's start with something from 
Domark that probably won't knock 
your socks off, but will certainly keep 
you and a group of friends suitably 
amused at any evening's gathering. 
Imagine the scene: Your grandparents 
arrive unexpectedly just as you are 
going to sit down with a group of 
friends to start the four-player Extend¬ 
ed Gore Mode of Ninja Death Mon¬ 
key. Gasp! Shock! Horror! What 
should you do? Especially when they 
stare fixedly at you and begin asking 
why you are all in watching the televi¬ 
sion again. Pictionary, and it's prede¬ 
cessors may be the answer. Based on 
the famous board game of the same 
name, this neat, well-thought out pro¬ 
gram will certainly allow anyone to 
join in using the computer without too 
much trouble over hand-to-eye co¬ 
ordination or any of the other skills 
that make computer illiterates view the 
micro as the bane of the western 
world. The idea is to play Charades 
using pictures instead of mime. This 
is tricky and can get a little messy if 
you are not used to drawing with a 
mouse. Still, this sort of game, along 
with Monopoly and Trivial Pursuit. 
This game lends itself much more to 
the computer screen and I'm sure will 
still be a favourite after everyone has 
forgotten Ninja Death Monkey et. al. 

And while we are on the subject of 
Domark, news has reached us that they 
have joined forces with Incentive 
(STAC, the Freescape games, etc.) to 
produce an action adventure using 3D 
solid polygons called Castle Master 
(sounds familiar?) It is all to be set in 
a 16th century castle where the objec¬ 
tive is to rescue a captive Princess 
(sounds familiar?) The finished prod¬ 
uct is set to appear in April, but what 
the game seems to lack in originality, 
it will certainly make up for in style 
and design. Yet is this just as 
Freescape Dungeon Master ? Watch 
this space! 

Moving onto Electronic Arts for a 
moment: 688 Attack Sub will be 
appearing in March on the Amiga, fol- 


A G E T Q R A 1ST G E 

News 


Well, here is another 
round-up of what's hot 
and what's not in the 
world of computer strat¬ 
egy, role-playing and 
adventure (or at least, 
the bits that the compa¬ 
nies have decided to tell 
us about!) Hopefully, 
we'll be breaking new 
ground in the next few 
months, but it's a hard 
life for anyone off the 
mainstream magazine 
trait to get all the infor¬ 
mation we require, but 
heads are turning and 
soon we should have the 



co-operation of most of 
the companies - after all, 
if they tell us, we tell 
you, and if we tell you, 
you can send off and buy 
them. Simple, innit? So 
without further prattle, 
here goes... 


lowing a previous release on the IBM 

PC. If you haven't heard, the program 
gives you the opportunity to captain a 
US Los Angeles class sub or a Soviet 
Alfa, on missions to hunt and evade 
enemies using a whole manner of 
state-of-the-art technology. Apparent¬ 
ly, look out for a smart enemy in this 
one! For those Attack Subbers who 
have got stuck on any of the ten sce¬ 
narios, a hint book has also become 
available at £5.99 (in the GG codes of 
the catalogue). 

Imperium is another EA product that 


could get the strategist's blood pres¬ 
sure up, but at the moment they 
haven't got any bundle of goodies to 
pass onto you, though they have 
assured us that this comes with the PR 
departments seal of approval! It cen¬ 
tres around the time following 2020 
AD, simulating the next thousand 
years of human development, as you 
search for the last surviving emporer 
of the galaxy. It is called 'complex' 
and involves some natty manipulation 
of economics, diplomacy, politics and 
the military. It was designed by 
Matthew Stibbe, who is cutting his 
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teeth on the 16-bit market with this lit¬ 
tle effort, but he comes with impecca¬ 
ble credentials in computer wargames. 
The graphics too are guarenteed to be 
quite something as Karl Cropley (of 
the Hound of Shadow fame) is putting 
penumbra to pixel again - this time 
probably not in sepia. Look out for 
this in March on the ST and Amiga 
and PC owners will have to twiddle 
their joysticks until early Summer 
(looking at the weather though, it 
could be early Summer now!) 

Before we leave EA for this time (is it 
because they are bringing out a lot of 
products, or just good at sending us 
big wads of press releases?), I must 
mention Starflight 2 (subtitled 'Trade 
Routes of the Cloud Nebula' for no 
adequately explored reason). While 
all you Amiga owners are getting to 
grips with the IBM original, PC own¬ 
ers are being given a chance to tuck 
into a new slice of sci-fi role-playing. 
You don't need to have the original 
game, nor even the 
experience, to play, 
being a completely 
new scenario about 
those lovable slimy 
blobs, the Spemin 
r (this is beginning to 
“•put me off my 

Junch), who are 
looming large 
after the 


thrashing 
you gave 
them in 
the 
first 


Just a little note here - Chaos 
Strikes Back does not need the 
original Dungeon Master pro¬ 
gram! Even though it says so on 
die box - Chaos does not require 
Dungeon Master. This said, 

Chaos is very tricky and has all 
the DM veterans throwing in their 
respective towels over the game. 

So I would guess that anyone want¬ 
ed to buy Chaos, they should play 
DM first - recommendation 
notwithstanding Chaos is brilliant 
and has resulted in just about every 
thing else being left in a comer. 

Play with caution! 

Dragon's Breath has been getting a 
lot of magazine space recently - and 
just one look at the graphics are 
enough to see why. The recently 
received demo involved beautifully 
haunting fantasy scenes involving cas¬ 
tles, lakes and flying dragons that real¬ 
ly take your breath away. Only game- 
play and time will tell if this praise is 
well-founded, but many will buy the 
game just to ogle the graphics (look at 
die sales of Shadow of the Beastl) 
Strategy is involved in Dragon's 
Breath, and this takes the form of 
breeding dragons to conquer towns in 
the batde to gain entrance into Dwarf 
Casde and ultimate immortality. This 
is due out on the ST and Amiga at the 
end of February, yet this may slip into 
late Spring. 

Damocles, Novagen's follow-up to the 
Mercenary vector games, has yet to 
appear, but this will prove a must for 
anyone wanting something from filled 
vector graphics other than watching 
them explode under a hail of missiles. 
Watch for the impressive demo at your 
local computer shop as the screens 
approaching 
the planets 
which timelessly 
revolve right 
through to landing 
on one of the outer-lyin 
moons and actually 
walking into a building 
‘ jat the spaceport have to 
be seen to be drooled 
over. Keep an eye 
out for the launch in 
February. 


The next product is 
also a teensy-weensy bit vague in 
detail, mainly because all the informa¬ 
tion, plus the introduction screens of 
the game, was on an Amiga disk 
which decided to become unreadable 
somewhere between 
Rainbow Arts, Ger¬ 
many and 
Official Secrets, 

England. It's 
called Berlin 1948 
and is all about 
tracking down 
an atomic 
bomb i 


post 


O NOT READ - - - TOP SECRET NEWS - - - DO NOT READ - - - TOP 


-DO NOT READ - 


TOP SECRET NEWS 


game. The tale then descends 
into several paragraphs detail¬ 
ing such pleasant phrases as 
'mucous cocktail' and generally 
gets very oozy, but if you are 
looking for something new in 
the Starflight mould, then this is 
your man... er... alien blob. 


- - DO 
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war 
Berlin 
(naturally 
enough). The 
only thing I know for sure is that it 
comes with a fifteen minute film with 
an accompanying soundtrack on cas¬ 
sette. This runs alongside a film show 
in the cinema (in the game, in Berlin), 
and this was still intact when it was 
drop-kicked through the letterbox. 

This has some very atmospheric film- 
reels and music, which is certainly a 
way around digitising the whole lot! 
Still, have yet to see how cumbersome 
it is to use in relation to the game... 
Come on Rainbow Arts, rush me 
another copy! 

Brothers seem to know quite a lot if 
only you stop to listen to them. Funni¬ 
ly enough, I stopped to listen to mine a 
few days ago and he was enthralled by 
Day of the Viper. Almost too 
enthralled to speak to me at all, in fact. 
Accolade class this as a science fiction 
action adventure, but it also contains 
many of the bits and pieces that Dun¬ 
geon Master copied when storming the 
charts a few years ago. You 
manouevre an android through the 
many defences of a huge base, hope¬ 
fully succeeding to eliminate the main 
computer and destroy the enemy's 
galactic fleet. There are some fast 
realtime combat scenes and quite a 
few neat touches (like automapping 
and a built-in notepad that records all 
information you come across - no need 
for pen and paper in this game). 

Check this out on all 16-bit formats - 
my brother recommends it! Oh he just 
added that so does Paul Sheehan... 

Now who is Paul Sheehan?!! 

Nearly at the end of the pile, I found 
some information concerning Lords of 


the Rising Sun. Not really a new 
game, I thought, but before throwing it 
in the bin along with all the shoot-'em- 
up screenshots (not in this magazine, 
matey!), I took another look. Yes.it 
was the Cinemaware classic. Yes, it 
did have the same stunning graphics. 
And the same realtime graphics that 
change the seasons and the wonderful¬ 
ly tasteful disembowelment scene. So 
why was it tucked away right at the 
bottom of my news tray? Aha, now I 
saw why - it is firstly due out on the 
ST in the first part of the year, but also 
the price has been lowered to an amaz¬ 
ing £8.49. So now there's no reason 
why you shouldn't experience the 
thrills of defending your castle against 
Ninja attacks, sweeping your armies 
over medieval Japan and all the excite¬ 
ment of generally trashing your Nip¬ 
ponese opposition. What do you mean 
'Yes there is. I've got a BBC Electron!'. 
So okay, you have got a reason, but 
could I interest you in this second¬ 
hand Amiga, only one carefully owner, 
low mileage...? 

I've never really been very much into 
the I Ching what with one thing and 
another. Neither have I had much time 
for game freebies. At least, not until 
Origin's Windwalker appeared on my 
desk. Inside was a little I Ching book, 
which translates to The Book of 
Changes'. It tells you how to use it 
and create hexagram which 
answers any problems that you 
may have troubling you in your 
heart. Oh goodie, a useful give¬ 
away... erm... what question shall 
I ask? Oh I know, how about 
'What is Confidential in the eyes of 
it's readership?' Hmmm... now we 
have to throw three coins six times 
and cross refer¬ 
ence that with 
the table here 
and draw these 
little lines here 
and... Bingo! It 
says: 'Hexa¬ 
gram 36: Fire 
above. Earth 
below. Subtle¬ 
ty. Intelligence 
is hidden with¬ 
in the earth. 

Conceal goals, 
but do not 


abandon them. Trying conditions, but 
correct persistence brings one advan¬ 
tage.' Enlightening? Hmmm... well 
you tell me, but this is all by-the-by as 
the game that this gem comes with 
Windwalker, the new Origin game that 
is strongly connected with their Moe- 
bius release from a few years back. 

This combines martial arts graphical 
arcade screens, role-playing elements 
and scrolling terrain all set against a 
strongly Oriental background. Orig¬ 
in's slogan We create worlds' is 
applied here to the creation of hun¬ 
dreds of characters to speak with, a 
land with an ever-changing ecosystem 
and varied life schedules that make for 
great depth and interaction. This 
seems to follow in the footsteps of the 
Ultima series, and I find that this game 
will probably be just as good program- 
wise, but the deciding factor will have 
to be the atmosphere and background. 
If you like the oriental philosophies 
and have always wanted to be a 
Shaolin monk after watching Kung Fu, 
then here's your chance. 

And lastly Esther... THE convention 
for play-by-mailers in the south, run 
by the BPBMA, has surfaced for the 
fifth year. It is to be held at the Old 
Horticultural Hall, Vincent Square, 
London, SW1 (close to Victoria Sta¬ 
tion). It all starts at 10.00 am and will 
undoubtedly include everything that 
you always wanted to see at a play-by- 
mail convention but never bothered to 
look at. See ya there, perhaps! 

Got to go; brothers, 
pigeons and all 
that... 


- DO NOT READ - - - TOP SEC 
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...WELL MAGNETIC SCROLLS ARE JUST ABOUT READY TO UNVEIL THEIR NEW GAME... GET THEIR STORY AND TALK TO ANITA ABOUT IT... 

Along with the calendar, the face of adventuring has entered a new decade and 
irrevocable changes are taking place at every level. New styles, new systems and 
new approaches are becoming the norm in the headlines scattered throughout the 
computer press. Unable to dwell on the details, the magazines have skimmed the 
surface of how, why and when these changes will occur. Panic statements 
announcing the death of the text adventure are sprinkled liberally throughout the 
gaming journals, but can this really be true? Who better to ask than Anita Sin¬ 
clair, the self-made Amazon of the adventuring world? None better, yet she has 
been a touch busy of late, due to the difficulties with British Telecom and the sud¬ 
den change over to Virgin Mastertronic; not to mention the new game. So what is 
the reason behind the silence at Magnetic Scrolls? Confidential delves ’ 


THE ENIGMATIC MIND OE 

ANITA SINCLAIR 


THE STORY OF MAGNETIC SCROLLS IN HER WORDS AND OURS 




Thoughts Of The Past 
Magnetic Scrolls was founded in 1984 
to develop entertainment software for 
the Sinclair QL microcomputer. The 
team at that time consisted of Anita 
Sinclair, Ken Gordon and two pro¬ 
grammers Hugh Steers and Rob 
Steggles who worked part-time... 

"Setting up Magnetic Scrolls was 
really a joint decision between Hugh, 
Ken and myself, with Rob joining us 
later. I knew Ken through the com¬ 
puter shop that I was involved in, and 
we all used to meet socially and dis¬ 
cuss programming. Hugh was adept 
at parsers and I knew Hugh through 
Ken. Even though Ken was only four¬ 
teen or fifteen at the time, he had an 
amazing grasp of problems. Magnet¬ 
ic Scrolls is nol Anita Sinclair, it is a 
whole team which I happen to front. 
Why adventures? Well, I felt that the 
genre had a lot of unexplored poten¬ 
tial - in fact, I still think it has. The 
new game and system came about to 
make life easier for the punter. The 
decision to change came from me and 
once I'd made that decision I asked 
for input from the whole team. I 
asked someone to design a prototype 


on the Macintosh and then, when we 
saw that it would work, we began to 
design the system." 

...At that time, the Sinclair QL was 
being developed as the next-generation 
machine as an advance of its predeces¬ 
sor, the Spectrum, a machine which 
did a great deal to create the home 
computer market as we know it Mag¬ 
netic Scrolls was in a particularly 
strong position to develop software for 
the QL, since through her friendship 
with Sir Clive Sinclair, Anita Sinclair 
was able to obtain specifications and 
prototype machines well in advance of 
their release. 

Yet it quickly became clear that the 
QL incorporated a number of major 
flaws, such as the notorious Micro¬ 
drives, the keyboard design, and the 
screen resolution and as a result. Mag¬ 
netic Scrolls changed its strategy. The 
team began working towards a product 
which was capable of running on all 
the most successful and popular micro¬ 
computers on the market The product 
itself was an adventure game ciled 
The Pawn, which fairly rapidly 
achieved almost legendary status in the 
computer games market.. 

"When we did The Pawn, we were 
looking at 68000 machines upwards 
and it was after a huge amount of 
persuasion from Tony that made us 
put it onto a Commodore 64 or onto 
Amstrads and things. We said "Tony, 
it's impossible" and he said "Well, I 
don't know anything about technology 
but I'm sure it's possible". So we beat 
our heads against a wall long even 
until we finally got it onto the smaller 
machines. So in theory then it was 
not a product which was 16-bit only, 


so therefore it wasn't really taking the 
full advantage of the 16-bit machines 
as much as it should have done." 

...The thinking behind The Pawn was 
simple. Magnetic Scrolls took a very 
popular concept Zork, published by 
Infocom, and improved upon it. The 
parser was greatly enhanced and 
extended, and simplified for the player. 
And, of course, there were those amaz¬ 
ing graphics. Yet Anita promises that 
the new game will be just as amaz¬ 
ing... 

"The new game came about two and a 
half years ago and the hairs on the 
back of the old neck stood up on end, 
so I thought, "Well, we've got enough 
cash in the bank and we've got other 
products coming through, let's work 
on something new. Where are the 
problems?" And the major problems 
with adventure games seemed to be 
two-fold. The first major criticism we 
had was that the graphics were static 
and that seemed to upset a lot of peo¬ 
ple - which I understood; I mean if 
you've got a static picture - even the 
best picture in the world - on a com¬ 
puter screen is never going to com- 
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pare with visiting an art gallery ■ 
which is free (at least it still is at the 
moment) and so we are not taking full 
advantage of what the computer 
screen has to offer us. So by making 
the graphics animated, we are actual¬ 
ly lending it better to the computer 
environment than just having a Van 
Gogh or something. 

The Pawn was first released on the 
Sinclair QL in the autumn of1985, 
and was widely reviewed and equally 
widely-acclaimed in the Press. 
Although, due to the failure of the QL 
and the demise of Sinclair Research, 
this version was not a major seller, 
the excellent reception of the game 
led to Magnetic Scrolls signing a con¬ 
tract with British Telecom for further 
versions of the game." 


...After The Pawn's launched it was 
extensively reviewed and praised to 
the skies by everyone. Here was a text 
adventure with stunning graphics and a 
strong storyline, which was welcomed 
like a fresh breeze through the adven¬ 
turing world. At last people would 
have something to brighten up the 
screen from all that text and endless 
typing... 


"The second major criticism that we 
had was that people don't like typing. 
They don't want to type. They've got 
a mouse and they want to use it. So 
what we tried to do is sit down and 
design a system that had the full flexi¬ 
bility of a parser, but without the 
interference of the keyboard. My 
objective was that you should be able 
to play the game completely without 
ever touching the keyboard - if you 
wanted to. In order to do that we had 
to completely rethink the interface 
with our games, like what’s natural, 
what is it that people can do natural¬ 
ly, and then designed the system 
around those thoughts. The bulk of 
our time has been in actually design¬ 
ing a system and at the moment we 
are implementing the system in the 
capacity of our next game. 


"It's a game with a parser and it's a 
text-based game, and if you want to 
you can play it like a normal text 


Rainbird sign six product contract with Magnetic Scrolls. 


adventure. That was equally impor¬ 
tant to me, because to those 100,000 
people who don't want to touch a key¬ 
board, there are 30,000 people who 
don't want to touch the mouse. It was 
important that you could set up an 
environment that would be suitable 
for you. We aren't going to achieve 
the objective of never ever touching 
the keyboard. I expect you will have 
to type about 100 letters, because we 
could never quite achieve what we 
wanted to achieve, but that was down 
to the limitations of the computer. But 
we've come pretty damn close." 

...Though not a mega-seller in the QL 
format, its reputation did secure the 
eventual deal with British Telecom. 

At the time of The Pawn's launch, 
Tony Rainbird used the game to 
launch the Rainbird Software label; 
though it is still unclear whether Mag¬ 
netic Scrolls made Rainbird Software 
or the other way around... 

"The most important criteria for a 
Magnetic Scrolls game is that once 
you've played it, you walk away, think 
about it and come back to it. So any 
future games we produce will all 
make you use your brain. Some ideas 
we are currently working on include a 
role-playing game, a wargame and 
different genres of games involving 
puzzles." 


...In the spring of 1986, the Atari ST 
version of The Pawn was launched. 
This version was the first to incorpo¬ 
rate the spectacular colour graphics 
which have since become one of Mag¬ 
netic Scrolls' most memorable hall¬ 
marks. They caused a sensation by 
producing a computer game whose 
graphics were comparable with the 
best book-illustrations. After the 
assured success of The Pawn it was 
only a matter of time before the fol¬ 
low-up hit the streets in the shape of 
The Guild Of Thieves ... 

"My favourite Magnetic Scrolls 
release is Guild Of Thieves. When / 
played the game after it was finally 
finished, I knew it was the best game 
that we'd done or that we were going 
to do for a long time. Something 
worked and I just knew. It's like a 
chess game, you know when it's work¬ 
ing and that you know that things are 
working right. Sometimes it happens 
with games. It also happens with 
other games, not just with our games. 
Sometimes you play someone else's 
games and you think, ’Hey wow! This 
works'. 

"Ideas come from all different places. 
Sometimes an idea comes from neces¬ 
sity. Jinx ter was an idea which came 
from necessity. We went for Jinxter 
because we didn't have any option, we 
had to get a game out and we had 
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three months to do it in. Literally. It 
was pretty phenomenal stuff. The 
more recent projects, and certainly 
the one's we are involved with at the 
moment, it's pure instinct. Something 
makes the hair on the back of the neck 
stand on end and you go with it. 
Somethings really excite me. Some¬ 
times you hear an idea and you think 
"That's really good", and you know 
that you can't analyise it. If you try 
and analyise it in terms of the market¬ 
place, you can't really do that very 
well. The new game was designed 
and brought in by David Bishop and 
really did make the hair on the back 
of my neck stand on end. It was that 
good. That happens very rarely - in 
fact, that's the first time it's ever hap¬ 
pened." 

...At the end of 1986, Tony Rainbird 
left British Telecom, and in 1989, 
British Telecom finely dropped out of 
the software industry leaving Magnetic 
Scrolls to find a new home. This was 
with Virgin Mastertronic, leading with 
Anita’s new system, new product and 
new wave of excitement.. 

"Everyone who has seen the new sys¬ 
tem thinks that it is unbelievable. It is 
wonderful to see their eyes half pop¬ 
ping out as they sit at the keyboard. 

The implementation is phenomenal. 
There are also a lot of things that 
have been impleneted that we wont 
want to use on the first game. The 
source code is far too large. At least 
two to three megabytes of coding. 

Also a lot of ideas have come along 
the way and these have been added to 
the original design." 

Thoughts On The Present 
After a long silence, Magnetic Scrolls 
have finally burst back into the head¬ 
lines with official announcements that 
they have signed up for an exclusive 
two-year deal with Virgin Mastertron¬ 
ic. This will include five new games 
which are not destined to all be adven¬ 
ture games... 

"The immediate future for us lies with 
Virgin Mastertronic to whom we are 
assigned to produce five games - and 
they won't all be adventure games - 
under our own label; which is very 
important to us." 

...The product manager for this deal is 
David Bishop, which is quite ironic. 
Anita has been through several months 
of endless discussions over the future 
of Magnetic Scrolls, and is reported to 
be 'extremely relieved' that it is all 
over. At least this seems to be one in 
the eye for all those harbingers of 
doom who heralded the demise of the 
adventure. Yet Anita's new system is 
still a step forward for the text and 


graphic mix of their previous games. 
Here lies the future of adventure 
games; this is not what is being said, it 
is what's being done... 

"The only future is adventures, really. 
What everyone is working towards is 
creating a total environment. You'll 
have to wear goggles and attach sen¬ 
sors and then you will be in a jungle 
or another world. I can see that these 
new worlds will be a lot more exciting 
than this one and some people wont 
come back. That's the future of 
games. The intermediate games are 
what we will be working on. I've got 
bored with the genre - and if I've got 
bored..." 



Thoughts For The Future 
So in late June this year, the new game 
will be launched in a style that is 
rumoured to be completely crazy. 
Anita has yet to decide on the actual 
name of the game, and is loathe to 
spoil the surprise of the final unmask¬ 
ing. It will certainly be a surprise and 
one that will be an early present for all 
adventurers everywhere. Anita feels 
that every few years you need a 
change, and though Magnetic Scrolls 
could have gone on with the same 
style and feel, it was not fulfilling the 
company’s potential... 

"I feel that change is always good. 

With change you always have the pre¬ 
vious technology to fall back on. 

After all, I don't like games that do 
not make full advantage of the tech¬ 
nology. There is always room for 
simple things; mindless games with¬ 
out any need to think about what you 
are doing, but conversely, there will 
always be a need for products with 
depth and thought. The new game 
will certainly appeal to more people." 

...The new game is estimated to break 
all records of sales for an adventure 
product, and Anita thinks it is no hype 
to say that She has no reservations in 
stating that this game is big; but then 
when it comes to Anita Sinclair, there 
is never a superlative wasted when it 
comes down to something she is so 
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passionately involved in. And this 
game is certainly one of those rare 
things... 

"Well, I think more people will buy it. 

I think more people will want to buy it 
than our previous games. I think the 
reason why they want to buy it is dif¬ 
ferent from the reason why they 
should buy it. I think that they'll want 
to buy it because they'll be fascinated 
by the system, they'll want to play 
around with the graphics, they'll want 
to play around with everything we've 
given them. I think they'll get an 
enormous enjoyment out of the game 
and they would have got the same 
enjoyment out of any of our other 
games but they wouldn't have been so 
enticed to buy it. It's the gimmicks. 

"For example, I've got a stereo system 
at home which is being leant to me 
while my amplifier is in the repair 
shop, because it blew up. A friend of 
mine very kindly leant me his stereo 
system - it's one of these mini hi-fi 
systems - it's quite good actually - and 
it's got a remote control -1 haven't got 
a remote control on mine - and I was 
absolutely fascinated to discover that 
if I pressed the volume up control, it's 
got a motor inside the volume switch 
and it turns the volume switch. Now 
I've been sitting there for hours turn¬ 
ing the volume up and down, and it's 
a completely ludicrous thing to be 
doing, but I've been doing it because 
it fascinates me to watch the little 
switch going around. Now I'm going 
to get more pleasure out of that vol¬ 
ume control than I'm actually getting 
out of listening to the music. But it’s 
very interesting and that's what we're 
providing with our new games, we've 
providing a volume control that goes 
up and down. That's really what's 
going to appeal to people. But of 
course the music is still there." 

...The music's still there? 
Maybe it is all hype and hum¬ 
bug. Yet from the heart of 
every Adventurer, we hope 
that she's right. But then 
again, when has Anita Sinclair 
ever let us down before? 
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...THE TIME HAS COME ONCE MORE...WE MUST REVEAL THE NEW TEAM... AFTER ALL THERE HAVE BEEN QUITE A FEW ADDITIONS, AND CERTAINLY A LOT OF DELETIONS... 


THE TEAJVF^xsxted] 

The names and faces have again been changed to protect the innocent... 


The Boss Upstairs 

JfSqfe 

A / r -l \ rafi ' if 

IIwl 

The man without whom 
everything would be possi¬ 
ble... except work. Pleasant, 
but deadly if roused. Can be 
heard cackling in the towered 
heights of his office upstairs 
as thunder rages. Evil genius, 

; workaholic, known blackmail- 

8, er and general all-round nice 

guy- 

Agent Orange 


Unfathomably related to The 
Boss after arcane ceremonies 
involving huge amounts of 
^ clotted cream. Office Number 
Two, Second Button Pusher 
and Go-Kart racer. Spends 
inordinant amounts of time 
talking about exhaust flange 
sprokets which he successfully 
markets as an insomnia cure. 


Agent Trevillian 


iiP' 

Still as hideously grotesque as 
\ ever, Trevillian edits the Club 

magazine and falls in love 
with Elvira at bi-monthly 
7 intervals. His only contact 

/ with reality is his pay cheque 

\ \ ''■'■} at the end of the month; which 
, he eats. Former Fat Child', 

jtj but now allievates the problem 

’ by wearing cassocks. 

Agent Knight 

ULt 

f i 

il i 

Misguided youth dragged 
screaming into the high risk 
world of being an assistant to 
». John Trevillian. Romatically 

1 associated with Kylie after 

/ near-fatal accident involving 

\ failed lobotomy experiment. 

■1 Choc-freak; hyperactive; the 

1) j one who always laughs at you 

when you ring the Helpline. 

Agent Lockwood 


Warped author of the Buyer's 
Guide, whose hobbies include 
growing his hair, Tibetian Yak 
/ IslP Wrestling and beating people 

/ @s- ! / about the head with big lumps 
/ ';-»«&/ of wood. Has incurable glut- 

i f tony for cream cakes caught 

' M from Charles Cannon. Hum- 

M ourous, very tall and able to 

get drunk on a Shandy Top. 


Agent Strange 



The Boss' PA and Team's 
psychotherapist. Can some¬ 
times crack under the strain 
herself and scampers around 
the office on all fours like a lit¬ 
tle piggy. She believes that 
UFO's exist, that Jim Morrison 
is alive and that she's on a diet. 
Agony Aunt, Hippy and Bom 
Again Alcoholic 


Agent Nutty 

JL 

Person everyone goes to to 
have a good old moan and also 
the Assistant Joke writer for 
Viz comic and the person The 
Boss kicks if anything goes 
wrong. Owner of The Dog's 
Bo**ocks Book Of Alternative 
Vocabulary. Into fast cars, fast 
women and fast talking him¬ 
self out of trouble. 

& j * 

Agent Smothered 
At Birth 

if 

The unfortunate victim of cot 
death as a child, has now 
recovered to be promoted as 
tyrannical dictator of the 
Despatch DepL Loves Liver¬ 
pool FC and thinks he is Ian 
Rush's lovechild. Able to whip 
a fly off the wall from twenty 
paces with his tongue. 

"CaroUne" 

Si 

Former Blind Date contestant, 
has settled for the quieter life 
of answering the Club 'phone 
lines. Definite booking for 
anyone who wants to liven up 
their Christmas Dinner watch¬ 
ing her catapult her peas into 
your lap. Wears short skirts to 
keep die lads warm while the 
heating is being fixed. 
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...IT SEEMS THAT OFFICIAL SECRETS IS ATTRACTING QUITE A FEW NOVICE ADVENTURERS TO THE HOBBY... GET THAT SMALL GUY TO WRITE SOMETHING... 

So, you may be thinking "Just who is The Wizard?" as you turn to this page? Well, 
I have been spirited in here to do a spot of work on the subject of 'How To...' Urm, 
well at the moment it's 'How To Remember Exactly What I'm Writing About'. No 
wait, I know now. 'How To Help Those Amongst The Readers Of This Worthy Jour¬ 
nal That Are Not Wholly Conversant In The Art Of Adventurers'. No little wonder I 
couldn't remember all that. Yet it does illustrate the first barrier that adventures 
pose; the barrier of making the entire pastime a little more complicated than in 
ought to be. So, to make things nice and simple, let's just forget all the claptrap 
and just call it: 



A COURSE IN THE BASICS OF COMPUTER ADVENTURING 


An Introduction 
Okay class, no slouching in those 
desks, we've got work to do. A lot of 
work. Actually, they told me this 
would be a regular feature, but around 
here, who knows what that means. It 
took me two days just to find the place 
and then another two to convince them 
that I was who I said I was. The 
Gestapo have got nothing on this lot. 
My job is to navigate the beginner 
around the world of adventures, to 
point out the obvious, to uncover the 
hidden, to explore the merits of the 
many types of games available and to 
answer questions from you, helping to 
unravel this whole tangled mess. I 
told them I was no teacher, but the 
man with the gun was very insistent. 

Eyes Front 

So in this first slice of prime print 
space, I will be starting with the basics 
and, without trying to talk down to 
anyone (very difficult for me you 
understand), pooling all the informa¬ 
tion that I think a novice should know. 
This may be a wasted few minutes for 
the more accomplished members of 
this class, but bear with me. Later, 
there may be something that you 
missed when you were growing up. 

At least doing it that way I can't miss 
anyone out Hey, you at the back 
there! Eyes front. Oh and please spit 
that out If there's one thing I cannot 
stand it's the sound of silent reading 
and jaws chewing... 


Your First Adventure? 
Deciding that you would probably 
fancy a try at any one of the multitude 
of adventure-associated games on the 
market is probably more to do with 
advertising and what your friend told 
you than with having to play them. In 
the Good Old Days, when Mike Ger- 
rard didn't have a beard and Anita Sin¬ 
clair thought an adventure game was 
playing Hide And Seek, the only pro¬ 
grams on the home micros seemed to 
be adventure-orientated. Nowadays, 
you would be hard-pressed to find any 
games quite exactly like those and are 
confronted with an endless supply of 
different types and styles, ranging 
from the Very-Near-Text games to the 
Just-About-Arcade game. Just which 
one you choose or is recommended to 
you really doesn't matter a great deal, 
you will still find that the game is set 
up with a definite goal that you must 
reach. This involves a great amount of 
discovery and random exploration, 
plus a good helping of puzzles that 
form the backbone of the game. The 
most common type of adventure/role¬ 
playing game follows what I call the 
'Well-Trodden' path and you can tell 
these with just one glance at the open¬ 
ing blurb. 'Well-Trodden' storylines 
read something like this: The dreaded 
[Evil Being] has arisen again and is 
massing his army of loathsome 
[Warped Creations] to engulf the entire 
Kingdom. You have until just after 
teatime to thwart [Evil Being]'s plans 


by collecting the [n] pieces of the 
[eldritch artefact] and restoring good 
back to the once sweet and peaceful 
kingdom of [wherever].' 

Homework 

Thankfully there are many alternatives 
and every once in a while you chance 
upon something that really catches 
your imagination and that you really 
enjoy. Now this can be represented 
quite simply in an easy to understand 
formula that I would like you to learn 
for homework. That is: 

O-T-fft* 

Enjoyment = oCt 1 

time 

[where 2 tt r is the amount you'll be 
travelling in circles] 

Exploring the game 
This usually takes quite a time and 
gets you familiar with the environment 
that you are playing in. Much like a 
dog on a leash, the game usually 
allows you a fair amount of freedom 
without actually letting you wander 
around anywhere you feel like. 
Exploring well can make the differ¬ 
ence between fun and frustration in the 
opening part of the game. Exploration 
and discovery go hand-in-hand, so 
make sure that you get all the nitty- 
gritty over and done with right from 
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COMMON ADVENTURE COMMANDS 

The following words appear in almost every adventure game that I 

have ever come across though there are some differences (listed 

in brackets). 

Directions (N, S, 

At) 

Restart 

E, W, NW, SW, 

Give 

Restore (load) 

NE, SE,U,D,In, 
Enter) 

Go To 

Save 

Graphics on/off 

Script (Printer 

Again (Repeat) 

Inventory (I) 

on/off) 

Ask (person) 

Look 

Search 

about (thing) 

More 

Superbrief 

Brief 

Open 

Take 

Drop 

Quit 

Verbose 

Examine (Look 

Read 

Wait 


the start. Maps help, especially if they 
list all possible directions (North, 
South, East, West, Northwest, North¬ 
east, Southwest, Southeast, Up, Down 
and inside the various containers that 
you find) and objects that you come 
across. Makeyour maps as logical as 
possible with a compass in one comer 
to save embarassment later on when 
you realise you have taken left as East! 
Wandering around finding and exam¬ 
ining everything will run you up 
against most of the preliminary prob¬ 
lems (eg. mysterious locked doors, 
strange shifty characters, uncrossable 
chasms, etc.) and give you enough to 
really get your teeth into. 

A Clue! 

Read all the text thoroughly; scrutinise 
the graphics down to the last pixel. 

The answer to most problems lies in 
the fact that you have missed a clue 
that was passed on earlier in the story, 
or not spotted all the objects in a par¬ 
ticularly gaudy graphical scene. Copy 
down anything useful as in some 
games there will be a lot to keep in 
your head. Facts should be noted for 
future reference. In Sierra games and 
their ilk (espe¬ 
cially Future 
Wars), the min¬ 
utest spec of 
dust can indeed 
be the item that € 


you are looking for. Fine toothed 
combs are definitely the order of the 
day. Leave no stone unturned - as it 
may not be a stone after all, but that 
final piece from the thermonuclear 
warhead that you have been endlessly 
searching for. 

Puzzling? 

Puzzles do tend to fall into categories, 
but a clear head and a methodical mind 
does help. Adventures usually fall into 
three distinct categories; the linear 
(One Way), on the other hand, the cir¬ 
cular (Round-About Way) and the 
fragmented (Many Way) solution. 

Like chess, the opening and the ending 
usually follow distinct patterns, but the 
middle (where all the exploring, dis¬ 
covery and puzzles occur) can be very 
different. The One Way solution is 
probably the most frustrating, for if 
you do not connect the right object 
with the right problem, you are invari¬ 
ably stuck until you do. The Round- 
About Way is the most common and 
follows a main-stream story to which 
you stick quite closely, but with sub¬ 
sections that can be solved in any 
order. 

For Example 

You may be set the task of saving a 
Princess (and yes there are still games 
around that have this as a central 
plot!). After some initial exploration, 



you discover an uncrossable chasm 
after a locked doorway and a dwarf 
that wants a toll to let you pass into a 
dark corridor beyond 
and you find a flying scroll and a scar¬ 
let fish. Now one (not the) correct 
solution is to read die spell to get 
across the chasm, where you find a 
sword and a coin, which you can then 
give to the dwarf to get into the corri¬ 
dor, here you find the key to the door, 
thus freeing the Princess. BUT you 
could also give the scarlet fish to the 
dwarf who then he would give you a 
rope, down which you could climb 
into the chasm, discovering a crack 
that takes you to a staircase guarded by 
an ogre, which you could kill with the 
sword and walk up to find yourself in 
the Princess' room. As a game, this 
stinks, but for example purposes it 
does illustrate that there is more than 
one way to skin a cat (or rescue a 
Princess for that matter). As to which 
one is right - that is not important, suf¬ 
fice to say that so long as you com¬ 
plete the adventure, how you do it is 
really quite irrelevant. Unless of 
course you are looking for a full score 
of points. Then you'll have to do it 
exactly how the programmer decided, 
I'm afraid. 

Beginners Only 
For the beginner, the following titles 
are strongly recommended: 

Infocom Wishbringer and Zork I and 
Moonmist (introductory Level). Sierra 
problems surround the acquisition of 
objects and applying them to the prob¬ 
lems that you face. ICOM games (eg. 
Shadowgate, Uninvited, etc.) are simi¬ 
larly wrapped, but with less animation 
and more dead-ends and red herrings. 
Level 9 use text and static graphical 
pictures (at least they have until now!), 
with the onus on character puzzles; 
you can be sure you'll find some rea¬ 
son to get just about everyone in the 
game helping you at some stage (the 
earlier games also had more rooms 
than the brain could comfortably imag¬ 
ine). Magnetic Scrolls games also use 
this mix, though they concentrate on 
the storylines and logical problems, 

over the actual 
characters. 




V 
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...ALL THIS TALK OF THE NEW YEAR... WHAT'S ON THE HORIZONS IN THE ADVENTURING WORLD... ANYTHING NEW? DIFFERENT? 


Exploration has always played an 
important part of any adventure sce¬ 
nario. From the earliest games right 
up the the very latest psuedo-arcade 
programs, the sense of stepping 
into another world and interact- 1 
ing with the peoples and places has . 
always been a great part of the / 
attraction for adventurers 
all over the world. The 
desire to unlock that 
bolted door or to find 
light enough to see 
what lies within the 



dark cellar have kept us at our 
screens until the day became just a 
memory. So it is with great interest 
that programmers are trying a new 
vein that will bring back that 
magic of discovery and make us 
all want to go back one more time 
to try and find another unturned 
stone to move. The games’ 
element has not yet been 
fully implemented, but in 
time these may develop 

The Worlds Of 


Well, at least these 
games keep the 
kids happy for an 
afternoon. The first 
program that I 
perused was the 
Manhole which seemed to be 
aimed at children under the age 
of ninety-five. The point to make 
is that there is no point to the game. 

It is not one that you will be able to 
win. It is not one that you can slavish¬ 
ly cudgel your mind into a pulp over 
the problems. It isn’t even one that has 
a beginning, middle and end; the 
storyline being modular, not linear. So 
what is it? Well, surprisingly a lot 

the Manhole is essentially a series of 
scenes, each graphically portrayed and 
sometimes related by a general area. 
You explore by using the mouse to 
click on objects, people and areas of 
the screen which open doors, anima¬ 
tion and other objects in your endless 
quest around the Manhole universe. 

An example of this may include a 
scene showing a little house with a girl 
lying in the sun. If you move the cur¬ 
sor onto the girl and click, animation 
takes over and she will speak 
to you, sing a rhyme and 
perhaps even 
dance. 


COSMIC OSMO 



trip through Wonder¬ 
land, where doors 
can be found just 
about anywhere 
(underneath hedges, 
through mouseholes, 
through gates in the sides of a 
bowl of apricots - just about any¬ 
thing goes!) 


Clicking on the ground causes flowers 
to grow (very theraputic for retired 
horticulturists) or by moving her beach 
ball will cause it to sprout arms and 
legs and run away. The front door is 
opened by clicking on this too, but fur¬ 
ther clicking takes you into the house, 
changing the scene into that of a hall¬ 
way. 

In the same way, cupboards can be 
opened, televisions can be turned on or 
any number of other delightful and 
amusing responses. Games 
within games can also be 
incorporated - for example, 
finding a blackboard 

fun drawing with the 


Cosmic Osmo follows similar lines, 
but this story is set around a bizarre 
space voyage that takes in some 
extraordinary galactic sights. Where 
else for example can you visit an orbit¬ 
ing cardboard Japanese set, that looks 
as if it comes straight from the set of 
the Mikado ? Or a blind mouse playing 
a piano made entirely of cheese that 
bears a striking resemblance to Stevie 
Wonder (the mouse that is, not the 
piano!) Or seea waltzing cello? Or 
travel through various appearing and 
disappearing portals that turn up in the 
weirdest of places. 

Each picture is drawn in beautiful 
detail and yields many more unusual 
and amusing games to play within the 
game itself. Everything you click with 
die mouse alters in some way, so lights 
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Robyn and Rand Miller 
Authors of the Manhole and Cosmic Osmo 

switch on and off, coconuts fall from 
trees and break open to reveal keys, 
plates fall from shelves and smash on 
the floor; all accompanied by marvel¬ 
lous sampled sound. It is completely 
enthralling. 


The system that they are using is 
called HyperCard, which, for those of 
you who have never used a Macintosh, 
is an environment which stores words, 
charts, pictures and digitized pho¬ 
tographs in a vast network of connect¬ 
ing net of information. Its pratical 
uses include storing artwork for stan¬ 
dard items (like logos and telephones) 
which can be used in your own docu¬ 
ments. It can be used to create interac¬ 
tive presentations, producing plans and 
graphs at the push of a button. It can 
also store your telephone book for you 
and allow you to browse idly though 
it. The system provides the means; 
you provide the use! 

This is basically what has been done in 
the adventure setting. Each location 
has a graphic, some of which can be 
viewed from several angles (ie. you 
can turn ninety degrees to the left in 
some scenes to reveal further pictures), 
or even srutinised more closely (ie. by 
clicking on a bookcase, you will cut to 
a picture that allows you to see the 
names of each of the volumes within 
it). Cupboards open, flowers bloom 
and a veritable catalogue of other 
delightful nuances that keep you 
experimenting and re-exploring old 
haunts. Who said this was for kids! 

Yet how will this affect the adventur¬ 
ing world? Well, in its present 
state, the answer to that 
is not very 


much. Cosmic 
Osmo and the Man¬ 
hole are basically 
concerned with a 
maze of circuitous 
routes that invariably 
take you back to 
where you have 
already been (albeit 
through a different 
door), which has 
within it places to 
explore and comical 
things to move and 
operate. What is 
needed is a system 
where objects can be 
removed from the 
scenes, and an inter¬ 
nal memory that 
allows you to revisit 
places which are updated by your 
actions. This will allow the creation of 
complex graphical puzzles a la Dun¬ 
geon Master , but with a quite different 
twist of ingenuity. 


The original concept came from a let¬ 
ter sent between two brothers, Robyn 
and Rand Miller. Rand had had an 
idea for what he called 'a new kind of 
children's program...kind of an interca- 
tive storybook', and the letter desper¬ 
ately tried to convey the idea, but on 
paper it really did not work. He 
included most of the specifications that 
eventually ended up in the final ver¬ 
sion - the animation, the digitised 
sound, the idea of clicking parts of the 
screen to produce all the effects. From 
that letter came the games, but now 
other people in Activision have 
become interested. 


Ideas for such a system are spreading 
fast, for already Infocom have set 
Donald and Elizabeth Langoisey, who 
were involved with writing some of 
the Infocomics stories, the task of 
developing an Apple Mac HyperCard 
adventure. Survivors of the Media- 
genic move to California, both have 
consideravle experience in this field, 
and Donald's name can be found cred¬ 
ited in some of the more recent Info¬ 
com games,being quite an accom¬ 
plished graphical artist. Joe Ybarra at 
Mediagenic has already been quoted as 
saying that Cosmic Osmo and the 
Manhole have been 'little more than 
exploratory toys’, and Infocom are 
now looking for a way to make a more 
typical 'adventure' out of the Hyper¬ 
Card system. He also stated that Info¬ 
com tides of the future are not going to 
be 'products that take eight hours to 
learn to play well and up to two hun¬ 
dred hours to complete'. 

The face of adventuring in the 90's 
may final¬ 
ly be 
coming 
into the 
light. 
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...OH DEAR, WHAT'S GOING ON? THE NEW OFFICIAL SECRETS OFFICES HAVE HAD THEIR ROOF BLOWN OFF... WHOOP-DE-DOO... 


Linda Wright is a name that for some 
years has been strongly associated with 
the adventuring world - just ask Mike 
Gerrard! Yet now it seems that she is 
moving into a new form of entertainment 
and leaving behind her adventurous past. 
In a recent article, she said that adven¬ 
ture writing ’all sounds like hard work*. 

So has the whole task of settling down to 
write another Jade Stone just lost its 
magic or have other things turned her 
head. Confidential reports on... 


WRIGHT 

STUFF 



For those of you who have never heard 
of Linda Wright, the story starts back 
in the mists of the early eighties when 
she was eeking out an existence work¬ 
ing as a computer operator. The whole 
system was written in Basic and had 
the annoying habit of forever breaking 
down. This meant Linda was always 
watching engineers trapsing in and 
out, fixing the various programs and 
she came to think "I could do this!" In 
1984 she purchased her first computer; 
an Amstrad CPC 464 and began learn¬ 
ing Basic. Three games came with the 
CPC package; Codename Mat (which 
Linda describes as ’a game very much 
like Elite, which no one could really 
work out’). Manic Miner and Classic 
Adventure. While the other games 
were gathering dust on the shelves. 
Classic became her firm favourite. "I 
really became hooked on Classic", 
she admits, "It took me nearly three 
months to complete, which sounds like 
a long time, but that was without any 
help at all. There were no helplines 
about at that time." 

From here, she progressed onto such 
titles as Emerald Isle, Fantasia Dia¬ 
mond and Red Moon. Over the next 
year she became very attached to these 
games and when she recently sold her 
Amstrad in favour of an ST, the worst 
part of the deal was not losing the 
computer, it was losing the adventures. 
After all, without a CPC, the software 
became just worthless pieces of metal 
and plastic. 


As Linda's interest in adventures grew, 
so did the availability and awareness 
to this new form of gaming. Publishers 
and markets were opening up to the 
idea of the text adventure and the mag¬ 
azines were not far behind. Suddenly 
a whole pack of articles covering 
every aspect of the adventure game 
appeared and adventure columns 
began sprouting up all over the place. 
As Linda explained, "A bit after that, 
one of the magazines did a series enti¬ 
tled, 'How To Write Your Own Adven¬ 
ture' or something like that. It consist¬ 
ed of various listings that together 
formed a sample adventure. So I labo¬ 
riously typed them all in and finally 
decided that the whole thing was too 
much for me!" 

So a programmer she wasn't, but that 
didn't stop her for long in the quest to 
produce her own adventures. How 
strange it seems that anyone who 
enjoys these games invariably wants to 
recreate stories and puzzles of there 
own. This doesn't really happen with 
shoot-'em-ups! 

And then a miracle happened. "Even¬ 
tually, the Graphic Adventure Creator 
came along, which rather saved me. I 
bought it straight away, around the end 
of '85, and began immediately on 
Sharpe's Deeds." This I was reliably 
told concerned your recently deceased 
Uncle Sharpe and the missing deeds to 
his old manor house. Hence the title. 
The way through the game takes you 
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into the ever-intriguing plot of your 
dear departed Uncle and his wierd and 
wonderful abode. This was completed 
by February '86 and Linda wasted no 
time in sending it to Incentive (the 
publishers of GAC) as they had 
requested in the program's packaging. 
A copy also went to Tony Bridge at 
Popular Computing Weekly who also 
was interested in seeing anything writ¬ 
ten using this product. 

"Tony really liked it and devoted 
almost a whole page on the game. 
When it appeared, I still hadn't heard 
anything from Incentive, so I sent 
them a photocopy. This must have 
swayed their decision as I got a call 
soon afterwards from Ian Andrew and 
he said, 'Yes, we'll take it!’ I was over¬ 
joyed." 

Amidst all the euphoria and general 
popping of champagne corks, Linda 
began immediately on another game, 
this time entided Black Fountain. 

"This was a fantasy-based game as 
opposed to one set in the real world. I 
was hooked on Tolkein at the age of 
ten after convincing the librarian's that 
it shouldn't be in the Adult Library. 
They couldn’t believe anyone so young 
could be asking about The Hobbit, but 
the teacher was reading it in class and 
I just wanted to finish it at my own 
pace. Once I had a copy, I brought it 
back three days later, saying 'Wow, 
that's great!' I seem to remember that 
they didn’t stop me going into the 
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Adult library at all after that." Scan¬ 
ning her bookshelves, it seems that 
Lindahas not lost that voracious 
appetite for fantasy books. Here such 
authors as Feist, Eddings and Donald¬ 
son rub shoulders with Tolkien, 
McCaffrey and Jonathan Wylie. And 
it is from here that she draws her inspi¬ 
ration - as she readily admits. 



"After reading and enjoying books, I 
really fancied writing myself, so I sup¬ 
pose adventure writing was something 
that happened naturally." Black 
Fountain revolved around a mad sor¬ 
cerer, a fountain that churned out black 
water and a serious case of mass poi¬ 
soning. The task here was to defeat 
the sorcerer and stop the fountain, a 
story which again was accepted by 
Incentive. Due to various delays, it 
was not until June '87 that they actual¬ 
ly released them both, now packaged 
as a double set. These were available 
on the Amstrad, written using GAC. 

In the interim, Linda began writing her 
third and most popular adventure, The 
Jade Stone. Unfortunately, by the time 
Incentive got around to seeing Stone, 
they had changed their minds about 
publishing games written with GAC, 
so she sent it to Crash magazine as 
they were at that time interested in 
acquiring adventure games. "They 
were quite enthusiastic and wanted it, 
but on the Spectrum. So I rehashed it, 
reprogramming it on PAW - the Pro¬ 
fessional Adventure Writer. Again, by 
the time this was does Crash didn't 
carry on with the idea. I was so frus¬ 
trated by this string of events that I 
decided to set up marketing my own 
adventures." This began in December 
87 and saw the production of three 
more adventures, this time written 
using PAW and available on both the 
Spectrum and Amstrad. 

Cloud 99 was the first, a novice 
tongue-in-cheek adventure set in a 
Cloud City. Jack Frost had messed up 
the weather and you had to put it right, 
eventually ending up on the elusive 
Cloud 99. Then came The Beast, a 
more serious tale of a Junior Reporter 
tracking down a mysterious 'beast' on a 
secluded stretch of open moorland. 

The whole idea for this came from 
Linda's own visits to Exmoor and her 
investigations into the well-known 
Beast of Exmoor. This is supposed to 
be a cat-like creature which has been 


responsible for the deaths of sheep the 
length and breadth of the moors. Of 
course, in Linda's Spectrum conver¬ 
sion, she renamed all the people and 
places just to keep everything ficti¬ 
tious, but her own experiences are mir¬ 
rored in the characters and situations. 
Her final game was called Agatha's 
Folly, and this returned to the here- 
and-now with a mystery game once 
again set in and around a strange unfa¬ 
miliar house. 

Like Sharpe's Deeds, you arrive at an 
empty secluded house and unravel the 
goings-on as you explore and discover. 
Unlike Deeds, you have just moved 
into a new house - this time a cottage - 
after the owner disappeared under 
strange circumstances several years 
earlier. Being drawn into the mystery 
of what exactly happened to Agatha, 
you eventually uncover the truth and 
that, I am told, is another adventure in 
itself! 

In this time she also converted Jade 
Stone onto the ST using STAC, which 
saw some interesting changes in the 
puzzles between the original Amstrad 
version. Yet, in the end, she decided 
to pass the marketing side of things 
over to other hands and turned her 
attention to the world of play-by-mail. 
A curious decision on the face of it. I 
asked her why the sudden change? 

"Basically, I was fed up with the whole 
business. I have always enjoyed writ¬ 
ing - and the writing part of adventures 
always gives me the greatest pleasure - 
but I have never relished the program¬ 
ming side, even when using the adven¬ 
ture creators. So I suppose in the end I 
would progress onto other things. I 
was also fed up with debugging, which 
is the worst part of the lot. The fact 
that it is now harder to market any of 
my games only helped to make up my 
mind." So why play-by-mail? "I had 
been playing by mail for a couple of 
years and while I was designing 
Agatha's Folly, I had a growing feeling 
that I wanted more freedom in my 
writing. I think that without Mike 
Gerrard's constant pushing, I would 
never have finished Agatha. I finally 
decided that because the writing side 
of adventures was the side I enjoyed, 
that was where I should be heading. 
That was essentially when I began to 
design Arcania." 

Arcania is a complete change from 
anything Linda has attempted before 
and certainly fulfils the criteria of 
widening her horizons. Without the 
restrictions of the computer, it allows 
her to create the stories she has always 
wanted to, while still combining this 
with the interaction of another person's 
ideas and directions. In this respect, 
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Arcania is very much like an on-going 
book, written chapter by chapter, 
where you have control over what 
your hero or heroine wants to do - at 
least to some extent. The laws of the 
game universe stop anyone doing 
exactly what they like, but it does 
make the whole story a lot less pre¬ 
dictable. This is essentially where all 
the fun comes in, putting you in a situ¬ 
ation where you know what you would 
like to do, but leaving you unsure as to 
exactly what is going to actually hap¬ 
pen. It certainly leaves you on tenter¬ 
hooks while you wait for the return of 
the postman. 

It seemed an opportunity to cover 
Arcania in the next Issue, which we 
are now undertaking, but until then, I 
asked for Linda to whet our appetites 
and explain a little about the game. "It 
all began as the storyline for a seventh 
computer adventure, but I soon saw 
that this would severly limit the way 
the tale was progressing. It evolved 
quite naturally and I saw that here was 
an idea that could be used in a play- 
by-mail setting. It is fantasy based, 
but not in the classical mould, as the 
character knows very little about the 
land into which they are going. Initial¬ 
ly you assign who you are and a back¬ 
ground, plus answer a series of ques¬ 
tions that give me a better insight into 
how you want to play. Then I add or 
amend any background that I think is 
relevant and write a short piece to 
locate the character in one of the towns 
on the main island in the game. From 
then on, you have the freedom to do 
anything they like. The game is open- 
ended, so there is really no outcome 
unless set by the player's themselves, 
but discovery all about the land and its 
colourful history is always there as a 
backdrop for the main action." 

So, will there be any more adventures 
from Marlin Games? "I don't really 
think so", says Linda with a sigh, "But 
I'm not really sure. If they bring out 
an adventure system that allows you to 
design games like Galdregon’s 
Domain, I’m sure my interests will be 
quickly resurrected." Until then, any¬ 
one who 
wants to 
experience 
the imagi¬ 
nation and 
atmosphere 
that made 
The Jade 
Stone so I 
well- 
received 
should cer¬ 
tainly give 
Arcania a 
very good 
look. 
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...SEEING ALL THESE NEW ADVENTURES COMING ONTO THE SCENE, IT REALLY MAKES YOU WONDER WHAT WE WERE ALL PLAYING TEN YEARS AGO... 

KEITH CAMPBELL TAKES US BACK THROUGH 


ADVENTURE 



Adventure games have, of course, 
been around for longer than ten years. 
But it was really only at the start of the 
last decade, with the arrival of the 
home micros, that adventures became 
accessible to more than just the few 
people who happened to have a 
mainframe. Two mainframe adven¬ 
tures started it all off: The Colossal 
Cave by Crowther and Wood, and 
Dungeon by Marc Blank and Dave 
Lebling. These were written by pro¬ 
grammers, as a challenge to the wits of 
their peers working on the same 
machine. The news soon spread! 

These witty all-text puzzles took the 
imagination of a man we shall refer as 
Scott Adams (which is certainly not 
his real name). Fascinated by these 
games, he wanted to produce them on 
a micro. The machine of the day was 
the TRS-80 with 16K of memory. His 
friends said it was impossible. 

Adventureland, a different game but 
with many similarities to Colossal t 
Dungeon, was the result, written in 
Basic, and also available on the Cc 
modore Pet. It nearly got roasted i 
the cooker by Scott’s wife (whom we 
shall call Alexis), but that's another 
story - the first micro adventure was 
bom, setting the scene for a whole new 
hobby, and a whole new industry. 

Following in Scott's footsteps was 
Brian Howarth, a UK telecoms engi¬ 
neer. His first game, Golden Baton, 
was also written for the TRS-80, being 
the start of a series entitled Mysteri¬ 
ous Adventures. Soon, everyone was 
at it! Numerous versions of Colossal 
Cave appeared, for the program was 
now public domain. Tandy produced a 
near copy called Pyramid, a firm 
called Abersoft re-wrote die game to 



run on a ZX81, and a new 
upcoming firm, Level 9, 
came up with an exact repli¬ 
ca plus a new endgame. 

Whilst Crowther and Wood, 
it seems, wrote Colossal and ran, the 
authors of Dungeon aspired to set up a 
business software house. In Dun¬ 
geon, they saw a way of earning 
enough profit to fund their venture. So 
they set up a company called Infocom, 
re-worked Dungeon into three 
enhanced separate parts, and issued 
them on disk as Zork. They had set 
the ball rolling, and it wouldn't stop. 
Adventures were soon the most popu¬ 
lar form of computer game in the 
USA; inevitably more Infocom titles 
followed. 

In the UK, a new generation of com¬ 
puters was appearing - cassette based 
and with colour graphics. The BBC 
micro soon had an adventure to run on 
it - Philosopher's Quest - but despite 
the machines graphics capability, the 
adventure was in text only. And it 
wasn't long before the Spectrum made 
its debut. A firm called Artie released 
four games in such quick succession a 
that became commonly known as 
Artie Adventures A to D. They did 
have real titles as well, Planet of 
Death, Inca Curse, Ship of Doom, 
and Espionage Island. True, they got 
better as they went down the alphabet, 
but for those brought up on a diet of 
Scott Adams and Brian Howarth, they 
were pretty feeble affairs, often with 
tortuous input commands (SWITCH 
SWITCH is an infamous verb-noun 
combination that comes to mind!) But 
these were all that Spectrum owners 
had as a yardstick, and they spawned a 
whole new generation of adventurers. 

Very soon came two Spectrum adven¬ 
tures that shook the adventure, if not 
the whole computer world. Pimania 
was a zany and irreverent adventure- 
style puzzle, with a prize worth £8,000 
at the end of it. The prize could only 
be claimed on a certain date and time 
at a certain location, each year - and 
the puzzle was in deciding just when 
and where. Released in 1982, the 
game survived for three years, before 
the prize was claimed on July 22nd 



1985, 

amid pouring rain 
on the Sussex Downs. 

If Pimania !s fame built up slowly to a 
peak, Melbourne House's Hobbit came 
in with a bang. For the first time we 
had an adventure with colour graphics 
- a picture for every location. We also 
had the book included in the package, 
Inglish - a new adventure command 
language, and characters within the 
game doing their own thing. The pop¬ 
ularity of the Tolkien title, together 
with the game's availability on low- 
cost systems, belied its other distin¬ 
guishing feature - bugs! At its height, 
Hobbit bug finding became almost a 
hobby in its own right. 

The number of adventures produced 
increased apace, with programmers 
vying with one another to produce new 
and spectacular features. Level 9, 
going from success to success, pro¬ 
duced Snowball, a science fiction 
spectacular, still in text, but with a 
reputed 7,000 locations! Impossible? 
Many were something of an illusion, 
but you could visit them, nevertheless, 
and the game was one of Level 9's 
most popular. Meanwhile, 32k BBC 
adventures had been confined to text, 
due to the memory requirements of 
graphics mode. Twin Kingdom Valley 
changed all this, with a sizeable graph¬ 
ics adventure that stood the test of 
time. Kl 

Next came an event that was to change 
the face of adventuring - a utility pro¬ 
gram from Gilsoft. Called The Quill, 
it allowed the user to write an adven¬ 
ture without the need to know a pro¬ 
gramming language. Furthermore, no 
royalties would be charged on the sale 
of games produced using it. Whilst 
Gilsoft themselves published a number 
of their customer's adventures at bud¬ 
get prices, the first Quilled adventure 
to hit the charts was Melbourne 
House's comedy adventure Hamp- 
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stead, by Lever and Jones. 

Now it was Scott Adams' turn to be 
innovative, and he signed up a license 
with Marvel Comics, to produce a 
series based on their superheroes. The 
first was Hulk, still in text, offering a 
series of somewhat abstract puzzles 
based on the strange abilities of this 
fictional character. Meanwhile, 
demand was growing for Scott's games 
to be available on UK machines, and 
the search was on for a programmer. 
Brian Howarth, an ardent fan of Scott's 
from the early days, took on most of 
this work, and soon many of Scott's 
games were appearing on Spectrums, 
C64s, with graphics. 

Meanwhile, in America, almost all 
micro owners owned a disk drive, 
whilst in the UK systems were mainly 
cassette based. However, the introduc¬ 
tion of the C64, with a relatively cheap 
drive that could be simply plugged in 
and used, saw the import of more disk- 
based adventures from the USA. 
Rendezvous With Rama, based on the 
science-fiction story by Arthur C. 
Clarke, was one such from Trillium 
(later to be called Telarium) and com¬ 
bined arcade logic puzzles with a 
graphics based adventure complete 
with cinematic titles and theme music. 

All this time, Infocom, producing only 
disk-based text adventures, had been 
highly successful in the USA, and 
soon they were to release what was to 
become their best selling title: Hitch- 
Hiker's Guide To The Galaxy. Not 
long afterwards | financial crisis hit 
them. Their venture into business soft¬ 
ware (their original aim) had 
foundered with a database product 
called Cornerstone. A perfectly good 
product, Infocom simply hadn't* 
forseen the promotional costs of sell¬ 
ing the business market Activision 
did a deal with them, saved the games 
side of the business, and at a stroke 
made their products more widely 
available in the UK. 

With probably his most brilliant 
adventure, Sorceror Of Claymorgue 
Castle, behind him, Scott Adams was 
into his third Marvel Comic adventure, 
The Fantastic Four, and for 
the first time relin¬ 
quished the 



TRS-80 as his development machine, 
in favour of an IBM rc. Futhermore, 
he extended his parser to accept whole 
sentences, and included original graph¬ 
ics. Fantastic Four, perhaps a little 
too clever with its two playable char¬ 
acters interacting with each other, and 
a far from perfect parser, was to be his 
last adventure, after which Scott disap¬ 
peared into obscurity. 

It was not to be the last classic 8-bit 
adventure, for we still had Rebel 
Planet and Kayleth to come, from 
Stephan Ufnowski and Adventure 
Soft, effectively the 'same firm’ for 
whom Brian Howarth had done Scott's 
conversions. These two games must 
be among the finest all round 8-bit 
adventures on tape, with clever plots 
and animated graphics. 

The 16-bit machines were just now 
emerging, and they came to life for 
adventure players in spectacular fash¬ 
ion with The Pawn, from a new UK 
company, Magnetic Scrolls. This was 
development of greater magnitude 
than The Hobbit in its time, with Info¬ 
com style text, and a graphics system 
and artwork that far surpassed any¬ 
thing that had gone before. This was a 
watershed, and thereafter, the 8-bit 
market began to die, with Smart Egg's 
Rigel's Revenge probably the last 
major success story. As 16-bit 
machines came in, so did Infocom ver¬ 
sions to run on them, and run at a far 
more playable speeds than on, say, the 
64. Leather Goddesses Of Phobos, 
which started life as an in-house joke, 
became the first highly suggestive 
quality adventure, with Tame, Sugges¬ 
tive, and Lewd modes of play. 

A whole new genre of adventures was 
now on the way - from a US firm 
called Sierra On-Line. Pioneered on 
the 64, they were graphics-based with 
added text, as opposed to text-based 
with added graphics. With a number 
of Quests sounding a bit like Rocky 
films, we are currently into King's 
Quest TV, Space Quest III, and Police 
Quest II. Undoubtedly the most 
famous of these games was the adults- 
only Leisure Suit Larry. Played exten¬ 
sively on IBM machines at work, 

Larry made headline news when 
pirate copies caught a virus and 
made company databases 
rather ill. Recently upgrad¬ 



ed, the Sierra system now offers spec¬ 
tacular all-round interactive home 
entertainment, featuring catchy music 
that can be played in stereo, given the 
appropriate hardware. 

And so we end ten years of adventur¬ 
ing on home micros with a few fond 
farewells. Farewell to Scott Adams - 
where are you now, Scott? Farewell to 
Brian Howarth, whose company Digi¬ 
tal Fantasia bit the dust, and who even¬ 
tually went into business computing. 
What are you up to these days, ladies 
of St. Bride's who gave us The Very 
Big Cave Adventure among others? 
Where are you Fergus McHeill, of 
Bog git and Bored Of The Rings fame? 
Whatever happened to your Parisian 
Knights '? 

Thus we come to the most recent out¬ 
standing adventures. Zork Zero must 
be Infocom's best ever, the game in 
which they finally introduced graphics 
to their adventures - in their own inim¬ 
itable way. And subsequently Arthur, 
which will probably be their last. If it 
turns out thus, than farewell and 
thanks for entertaining us so superbly. 

And so to the company that has contin¬ 
ually upgraded its system to get the 
best out of modem hardware, at the 
same time consistently supporting the 
widest range of 8-bit machines with 
downgraded versions of their state-of- 
the-art adventures. Scapeghost was 
their final, and probably best ever, 
adventure. Farewell from adventurers. 
Level 9, and the best of luck in your 
new market, if that is the way it has to 
be. 

In this journey in time through ten 
years of adventure, I have covered 
some wonderful games, others good 
and not-so-good, but all with an 
important place in the history of the 
development of adventuring today. 
Who knows what sort of game we will 
be playing in another ten years from 
now? And on what wonderful 
machines we will be playing them? 

And by whom will they be written? 

For now, we'll just have to wait and 
see... 
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DEAD LETTER BOX 




: BLADE U \ 

i We are proud to announce i 
. i the creation of a new A4 i 
! fanzine which will be a i 
valuable addition to anyi 
j fantasy gamers library. j 

j Issue One contains articles ! 
, about d&d, Battletech, Call 
, «« — h i of Cthulhu, Live Role -1 

1 \ i Playing and a whole batch i 

ft dventor es i i of generic articles for any i 

inv public doma^ a The Holy i gaming system. i 

fGoodqua^y.P testis called itbey \ , 

lavalla^f-^onecanhavea ^^. tb 1 Each ISSUe COStS £1.50 j 

Urail aud an^ al ted ) (+40p P&P) from MS Angela 

' sendmealo oS tage. ed * Tj mmS( 240 Hale End Road, 

uabie « y° u seI \one. \! Woodford Green, Essex. IG8 

\ List avadj ssed envelop cbrayne ,\ j (cheques payable to A. 

nondanceto-.J^ ^earns-l, Timms). Or send an SAE for 
\ A" c ^vre Crescent, details. 

_ p L - J 

® Problems with DDCf CD on the PC (EGA)? 

If you cannot get the game to load with graphics, the following will help: 
y DOMYTH(space). \DISK1 .PlX(space). \DISK1 .PlX(space)/G 

or if you do not have a mouse, type: 

DOMYTH(space). \DISK1 .PlX(space). \DISK1 .PlX(space) /N/G 
The above must be typed exactly as shown. 
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..LOCKWOOD... YOU AND I HAVE BEEN FRIENDS FOR QUITE SOME TIME NOW... BUT IF YOU DONT DO THIS NOW, SOMEBODIES GOING TO DIE... 



DUNGEONS AND 

DRAKKHENS 

An excurison into computerised FRP - French Role- 

playing Game 


This is the game that French software 
giants Infograme s wanted Gary Gygax 
to put his name to. Instead, the creator 
of Dungeons and Dragons , helped 
write the scenario. What Infogrames 
have ended up with is an original and 
highly innovative D&D game strong 
enough to stand on its own four feet. 

Computer role-players are spoilt for 
choice these days, yet Drakkhen is the 
culmination of over two years work by 
a team of programmers whose have 
created a stunning product that can be 
appreciated by experienced gamers 
and newcomers too. 

The accompanying seventy-eight page 
novella tells of a land where Dragons 
were the source of all magic. When the 
last one was slain, the magic that pro¬ 
tected the land from harm and chaos 
was gone. Yet the crew of a sailing 
vessel later discovered a magical 
island inhabited by Dragon people 
who want to eradicate mankind and 
fulfil an ancient prophecy. The only 
way to avert disaster is to obtain eight 
arcane gems from their guardians and 
summon the all-father Dragon. 

With the disappearance of the impres¬ 
sive loading screen you are presented 
with the option of using the four pre¬ 
generated characters or creating your 
own. There are four professions avail¬ 
able - Fighter, Scout, Magician and 
Priest and you roll to create physical 
statistics for them in the time honoured 
D&D fashion. It's also possible to 
allocate the scores thus making your 


Fighter strong, your Magician 
intelligent, etc. Once you're 
happy, visit the blacksmith to 
buy some equipment before 
setting off in earnest. 

The land is divided up into 
four main areas, being plain, 
arctic tundra, desert and 
marsh. Within each area there 
dwell two Drakkhen 
guardians, either male or 
female, good or evil, who have 
the gems you need. Just get¬ 
ting to them is not easy as the 
way is littered with hazards. 
The screen is divided up into 
sections, the main one being a large 
window where the action is viewed. 
The land is illustrated with detailed 
filled 3D graphics and the moving per¬ 
spective is particularly effective, 
scrolling beneath you as your party 
travel. The game is also played in real 
time so the sun sets before your very 
eyes. Other parts of the screen display 
your pictures of your characters, mes¬ 
sages, information such as their health, 
level of experience and equipment. A 
box of nine icons gives access to all 
the commands needed, though spells 
can be cast through the keyboard. In 
fact any combination of keyboard, 
mouse and joystick can be employed 
throughout the game. 

There are two main modes of party 
action. The 'group' mode is a first per¬ 
son style perspective as the group 
marches along. The 'character' mode 
shows the individual party members so 
you can issue individual commands to 
them. They can fight, cast spells, talk 
to people, examine and pick up 
objects. 'Character' mode is automati¬ 
cally used when you are indoors or 
involved in combat. 

There's a great deal of fighting in 
Drakkhen and the system takes a little 
bit of practise to master, so regular 
saving is advised. To begin with at 
least, you'll probably end up dying a 
lot My first three attempts ended in 
disaster. Upon trying to cross a draw¬ 
bridge, my lead character was eaten by 
a flying shark. Wandering in the other 


direction I met a water sprite who 
killed two party members with ease. 
Running away from both encounter 
zones, I found a glowing triangle on 
the ground that summoned a Dragon 
which promptly fried me before I even 
had a chance to say, 'Hey'. But don't 
let this put you off as there’s also a 
great deal of thought and puzzle solv¬ 
ing required. The first few encounters 
just happen to be tough because your 
party are so weedy. There are objects 
to be found, some cunningly hidden, 
scrolls and magical items, but the most 
precious thing is information. 

There are castles and dungeons to 
explore and the party can be divided 
up to make the searching quicker but 
this does make them vulnerable. It's 
only advised when each adventurer has 
mastered the spells and can make 
lightning jump from their fingers. 
Inside one of the castles, for example, 
you must locate a large Demon Prince 
and persuade him to part with informa¬ 
tion that'll put you nearer to recovering 
one of the gems. His usual greeting is 
'Ha, ha, ha! Puny humans! You dare to 
enter my domain hoping to avoid my 
wrath! Such insolence means death.' 
But it's not all dank dungeon exploring 
as there are igloos, huts and taverns to 
be visited too. 

There are over 150 different types of 
monsters in Drakkhen , most illustrated 
with a detailed graphic. They're well 
animated and emit a host of atmo¬ 
spheric noises, grunts, howls and 
effects. Some take a lot of disposing 
to get rid of them. Fighting is not 
always the best approach, despite 
yielding treasure and experience as 
some beasties hold valuable informa¬ 
tion required for your quest 

Drakkhen is not an easy game to solve. 
Unless you've got a little patience you 
might be put off by the seemingly 
large amount of fatal combat encoun¬ 
tered in the first few minutes of play. 
This however is more than offset by 
the stunning graphics, gameplay, inge¬ 
nuity and effects employed in the pro¬ 
gram. It's an excellent RPG that offers 
an original and genuine challenge. 
Certainly the best for a long time! 
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THIS TALK ABOUT ROLE-PLAYING CHARACTERS ALL SEEMS A BIT MUCH... HOW DO YOU ROLE-PLAY? WHAT'S IT ALL ABOUT?... 

Does no-one remember your heroes or heroines after they have died? Do you con¬ 
stantly have to remind everyone who you are when it comes to arranging the 
marching order? Can you yourself list your characters in order from memory? 
John Trevillian approaches the matter of creating a better role-playing character 
and making sure that when the annals of history are recorded, their names are 
written upon them. 



IN THE DUNGEON OF DEEPEST DESPAIR... 

) 

The lock on the iron box was rusted and ancient by any j 
standard that Fingers have ever come upon before. Yet 
he had to admit to few opportunities for practise in the 
past and this was surely his boldest challenge yet. 


a 


Must be pre-kingdom, he thought, casting a puzzled 
frown into the dark recesses of the key-shaped 
hollow, trying to block out the shouts of encour¬ 
agement from the rest of his less-than-helpful 
party. They watched from the safety of the next 
room, peering out every once in a while to wave 
cheeringly around the crack in the door. 

Fingers ignored them and pulled out his pick and tools, 
spending a few moments in choosing the right instrument for 
this job. At last he found one that would match the task exactly 
and so, with minute precision, he worked the metal bar between the 
carefully balanced tumblers. Then once it was infirmly place, he 
[i twisted it slightly to ease the box lid open. 

It was then that he heard the click... Oh dear, he thought, I don't 

think it should... 

K/\f3C?C? IYF! 


And so ended Fingers, a 
third level Thief in some 
nameless game, blown to 
smithereens by a trapped 
box. A fairly ordinary 
chap; human, with a full 
set of rolled statistics and 
even an alignment. He 
picks - er, sorry, picked - 
locks, he climbed walls, he 
hid in shadows. In fact, he 
was a pretty non-descript 
fellow all round really. After a few 
moments of stunned silence, how 
many of you recognise this plaintive 
cry? 

"But I really like Fingers - he was my 
favourite character. I like playing 
Thieves!" 

"Well, play another Thief then," is my 
usual reply. 

"But I can't do that," they wail back, 
"He'll be just the same but with a dif¬ 
ferent name..." 

Perhaps, I think to myself, he will 


indeed, but with some thought and a 
few rules of thumb, that next Thief 
could stand out from the crowd. To 
explain, I have split the process I use 
into three rules starting with: 

TO CARE 

Before starting out on the road to set¬ 
ting up a good character, you must 
care enough to carry it through. 
Anyone adding this sort of flavour and 
depth to a character must firstly want 
to. It is no good imposing rules on 
people who like adventuring, but who 
do not take any trouble over their 
experience, do not update their equip¬ 
ment or worry about whether their bar¬ 
barian's eyes are blue or brown. Char¬ 
acter development must be a personal 


choice - forcing anyone along this road 
is a bad move. Having said this, we 
move swiftly onto the second rule, and 
that is: 

TO CREATE THE OUTSIDE 
Firstly, stick to the list of essential 
things which every character needs in 
the game system you are playing in. 
Then add the following: Age, birth 
date, father's social class, father's pro¬ 
fession, your brothers and sisters 
(including your number within them), 
the names of your immediate family, 
how they view you (are you the least 
favoured of their children, a black 
sheep, illegitimate, etc.), your profes¬ 
sion before undertaking whatever 
adventure is planned, eye colour, facial 
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complexion, hair colour, hair texture 
(straight, curly, etc.) and a full descrip¬ 
tion of how that character is seen by 
others (including what they are visibly 
wearing and carrying). Once all this is 
done and documented, you should 
have a pretty good idea as to what you 
look like in the fantasy world. 

From this you should also begin to 
come to some interesting, but extreme¬ 
ly natural, decisions. For example, let 
us recreate Fingers Mark II. From 
choice or random rolling, we find his 
father was a Cobbler and he is the 
third son. Above him he has an elder 
brother and sister and below him he 
has a younger brother too. We also 
find from this that he is a black sheep 
who because of some long ago fight 
has been thrown from the family, 
losing his apprenticeship as a cobbler 
and forced to take on a more danger¬ 
ous trade; thievery. He has straight 
black hair, a very pasty white com¬ 
plexion and brown eyes. His descrip¬ 
tion also details that he dresses in a 
dark green shirt with black leggings 
tucked in tough, brown boots. Can 
you see him beginning to take shape 
already in your mind? 

Now every one of you out there is 
probably visualising a different Fin¬ 
gers compared to mine, but at least he 
is taking shape and is far more than a 
name above a list of statistics. Depend¬ 


ing on the game, some, most or all of 
these traits are covered. Any which 
are not should be chosen or decided 
randomly (with your own tables if you 
like). It doesn't matter which system 
you use. It just depends how much 
control you like to have with your cre¬ 
ations. And the next rule is: 

TO CREATE THE INSIDE 
I have decided that this Fingers is 
going to be different. He is going to 
have a brain! Now this may seem a 
little weird, but making sure the char¬ 
acter has a personality is just as impor¬ 
tant as whether he has any hair. Just 
because you are playing another 
Chaotic Evil Thief, that does not mean 
that he will act in exactly the same 
way as the last. And if you have no 
provision for alignments in your game, 
don't just let the character have free 
reign, chopping and changing his mind 
to suit the situation. You yourself have 
certain issues which motivate you, so 
let the character care about cruelty to 
animals, poverty, human, suffering or 
any other event that he may come 
across. Just because he is evil, does 
not mean he will think slavery is a 
good idea! 

Going beyond the basic alignments for 
characters, each one should have at 
least two attitudes which cannot be 
breached; two rules which were 
pounded into him/her as a child and 


that they 
cannot go 
against. 

This 

throws up 
some very interest¬ 
ing situations when 
conflicts occur - 
and always when 
you least expect them. It is my advice 
that these should be determined ran¬ 
domly, so as to make the outcome as 
true to life as possible, but you may 
choose if you wish. 

Tables similar to the one below regu¬ 
larly appear, but this should make it 
more accessible to those of you who 
may wish to add this depth to your 
existing systems. In the case of con¬ 
flicting views, discard the second and 
roll again. 

So we now determine that Fingers is 
also prone to bragging and he has a 
weakness to gambling. Two very 
important additions to his personality. 
Drawing from this, I can now decide 
that he became the black sheep after 
gambling away the family's best silver 
and bragging about it to his elder 
brother. So without ever having 
played Fingers, he is already quite a 
character in himself with a history and 
background, a personality and a face. 
Now he can really stand out from the 
crowd! The fourth and last of theset 
basic rules is a little more personal. I 
call it: 

TO BUILD BELIEVABILITY 
Below are some points which I try to 
keep in mind when playing any char 

(i) Always use character names as 
much as possible. An obvious point, 
but all too easily forgotten. 

(ii) When you join the game, intro¬ 
duce yourself and make sure you read 
out your physical description so that 
the others can visualise you from the 
start. 

(iii) Speak about your past and discuss 
your plans for the future with the other 
characters. This will familiarize them 
with your character quickly and easily. 

(iv) Be individual. Try to plan your 
own actions and do not try to follow 
the crowd too much. Be assertive in 
arguments if your character does not 
agree with the major ruling. Don't 
agree if you feel strongly about one 
particular issue (unless your life is 
threatened!). 

(v) Act slightly larger that life, but 
remember that to create a character 
who is believable, they must have 
weaknesses (even Conan, Elric and 
Gandalf had their faults and prob¬ 
lems). 

So fare thee well and have fun with 
your creations! 


CHARACTER TRAIT TABLE 

01-03 Character disapproves of life's luxuries. 

04-06 Character adores luxuries and all the things that money can buy. 

07-08 Character fears magic (or technology) and shuns its use and practicers. 

09-10 Character is fascinated by magic (or technology) and is drawn towards its use. 

11-13 Character is an unrepentant alcoholic. 

14-16 Character thinks drinking is morally wrong. 

17-19 Character lusts after the opposite sex. 

20-22 Character frowns upon any form of sexual behaviour. 

23-25 Character loves bragging. 

26-28 Character is modest and never speaks of his deeds, however grand. 

29-31 Character is extremely loyal. 

32-34 Character is disloyal and self-centred. 

35-37 Character is honest and (even if a thief) will not steal from friends or the poor. 
38-40 Character steals anything that he thinks may be useful and/or valuable. 

41-43 Character is forgiving and understanding of people's positions and views. 
44-46 Character is unforgiving and always seeks revenge for crimes against him/her. 

47-49 Character is very precise about his food and insists on fine cooking. 

50-52 Character will eat anything and has a love for food that borders on gluttony. 
53-55 Character is crude and was never taught any manners. 

56-58 Character is extremely good mannered and frowns on those who are not. 

59-61 Character is an accomplished liar and does so without repent. 

62-64 Character aims towards the truth and finds it difficult to lie. 

65-67 Character has airs above his/her station and is aloof from others. 

68-70 Character cares litde for social ranking and deems personality of more import. 
71-73 Character has a weakness for gambling. 

74-76 Character disapproves of gambling in any form. 

77-79 Character is prone to joining in on fights (though they need not start them). 
80-82 Character tries to break up brawls and scuffles. 

83-85 Character was spoilt as a child and has grown to be greedy. 

86-88 Character is miserly and avoids wasteful spending. 

89-91 Character is generous and giving. 

92-94 Character is very possessive. 

95-97 Character is a hoarder and will not part with anything in case it is useful later. 

98-00 Character finds no need of physical possessions beyond the essentials. 
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...ONCE AGAIN WE HAVE QUITE AN INFLUX OF SHORT STORIES FROM OUR MEMBERS... THEY CERTAINLY HAVE QUITE SOME TALENT... 

And there has certainly been no stopping the short stories that have been regular¬ 
ly arriving at the Official Secrets' offices ever since we started off this section. It 
adds a corner for members to show off their creativity and breaks away from the 
usual format of reviews and articles that seem to abound in the mainstream com¬ 
puter press. Here at Confidential, we like to air your views, break the moulds and, 
above all else, give everyone a good read! 





It was a boring Sunday morning in 
December and, having nothing better 
to do, I found myself wandering 
around the stalls of a large car boot 
sale held in the grounds of the local 
school. It was deadly cold, my breath 
vapourising as soon as it hit the chilly 
air, my nose tingled. I was already 
beginning to get fed up with sorting 
through the inevitable piles of junk 
that you get at these things when I 
came across the computer disks. 

They were in a large cardboard box 
squatting alongside a trestle table cov¬ 
ered in rusting eight track stereos, 
chipped plaster figurines and old cut¬ 
lery; all of which was overseen by a 
sad, red faced woman. I knelt down 
and started to look through the boxes' 
contents. The first thing I noticed was 
that they were all for my machine, the 
Atari 520. The second thing I discov¬ 
ered was, to my disappointment, the 
fact that all the games were at least a 
year old, Arkanoid, Road Wars, The 
Pawn. I either had the games or didn't 
want them anyway. 

"They were my sons'," a voice said. 

I looked up to see the red-faced 
woman standing over me. 

"Didn't he want them anymore then?" I 
asked. 

"He died." she stated mournfully. 

"Oh, I'm sorry." I muttered, embar¬ 
rassed by her bluntness. 

I turned my head once more to the 
box. Some of the disks were still in 
their original containers, others slith¬ 
ered about loose, amongst them some 
pirate copies, with handwritten labels 
identifying them. One such disk bore 
a title I'd never heard of before, Alien 
Invasion. Next to this, in a different 
hand, someone had marked a price 
50p. I put the disk to one side and 
continued burrowing, finally 


unearthing a copy of Wizball. 
Straightening up, I took my finds to 
the woman. 

"A pound please love." she said. "If 
you want any more games I'll be back 
here next week. Ian was computer 
mad." 

I thanked her and left. 

Later that day, safe in the warmth of 
my own room, I sat down at my Atari. 
The only light in the room came from 
the small portable TV which I used as 
a monitor, the only sound the crackling 
hiss of static. My face bathed in a soft 
neon glow, I inserted Alien Invasion 
into the computer. Abruptly the screen 
went black, dropping me and the room 
into total darkness, the sound of static 
replaced by the mechanical whirring of 
the disk drive. There was a strange 
thrill at not knowing what to expect, I 
waited impatiently for something to 
happen. Suddenly the screen came to 
life. 

PGBQGG StHPEE CGGG 

CGCJGc it asked in large block print. 
Intrigued I typed in my name. 

□QffG QP GGGtfQE followed. 
Once more I entered the details. 

PGQCGtf GP GCHWDE 

GGGtQ I replied. 

ssc? 

This time I typed in; 

CSS PGGGGG 

However my unknown inquisitor did 
not have a sense of humour. 

SGCfc 5 it demanded once more, this 
time adding, in brackets; 

CJQGG© PEC2GGE GG 
PGGtfGGQGCCGe 

I typed in CJQGE 

The screen darkened once more, then, 
suddenly, in a very large and very red 
letters it announced; 

GOTECtfDGCJB 

It held the word for more than a 
minute, then replaced it with reams of 
text, white against black. 


CCaPGGtfQCP* PGGGSG 
GGGO PEG GCGGGCGtfGD 
GGGGPGGGC’* 

cgg cunt qceww ge 
gsceg q segcos gp cjgg- 

“POPES GtDGOGE GGEGPCGCG* 
©GO CD0GG DOPE ECGGPG© 
PEE GEGGCGG PG GEGEGP 
PEE GCSCEEG GP ©GGG 
GGGOGBe PGCEGGE PG 
EJGCE □ GEGEGPCGC 
GUDtFIDCCG PEC SEGGCEG 
EDOGG EGGGE GGG OCPGG^ 

cogpogc ggcpgoeeg gc 

PGCGGCSCc GEGEGPCCJQ 
EGG CDGGCQ GCGCDEG 
CDCGG EGGSE GGG CEPGG- 
COGPDQC GGCPQQDBG GlU 
toes GCGCc 

EBGEGP ©GOG G3ESPGCGE 
EC PGESECCG CPC’S G«G GG 
G EDGGGE GPPGGPGCQPE* 
PGEGG GCC? CSC? PG EEPEG 
GEEGPCGC PGGGGGCJEJE* 

Sure don’t make life easy for you, I 
thought to myself, but then again, the 
questions couldn't be too difficult, lit¬ 
tle Ian must have answered them. 

I pressed a key. 

GEE GP POSSE DG EGP GE 
EGGPG SPSGOSSc EDGCGG 
GCEP 

□ EC GGC2QOOGC 

□ □ PSSGGG 

G □ PGQP©PQS 

Right answer G next question please. 

C3GCGG GCSPGGCGGG 
GGGGGGPEG GG C?GD 
EEJPQPGCGE COGSP GHOPG 
G GGGGPG GOPGEG 

□ GDQEGC 

G GGECQEGGE POE 

GGEGP 

I tried G again, it worked. 

EDGOGG GP PQESG GGEQ- 
PGGES EDGGGG ©EG 
GQPQEG GGP 


■ A. T A T>T5T 
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□ Ed GdB 

B CD SGBGG 

G E GGGPDCd 

The questions, though simple, seemed 
to be coming at me faster now. I 

qtuKlvH at I *i 

QGGB EGGED GB PGGCBC- 
GEE GEGE EPPEGGE BE 
CEO CDGEBB 

□ □GCDGGGGGC’ 

E GCGBGBGGEGCP 

□ GGGDGDQGCEGD 

I was beginning to sweat, pressed CD. 
More questions flashed across the 
screen, the answers blurring. I forced 
down the keys spastically, G^B^E 1 ^ 
cG^G^CGG, twenty or thirty ques¬ 
tions streamed by and then; 

OS BGGGEG GB EPEEGE CG 
ECGEEE GB BOB GEGGGGBC’ 
GP GCGGB PGEEOEGEB 
GGECDEG CEE GO GG* 

For a split second I almost hit the 
wrong button, then, realising what I 
was about to do, flicked to the right 
answer and pressed CD. Almost as 
soon as I did, a near perfect syn- 
thetised voice issued from the TV. 

"Thank you," it announced in a young 
woman's husky tones. "You have 
completed the Psycho-Profile section 
succesfully. The answers given by you 
are compatible with our Emotional 
Response Index. Now please read the 
screen." 

I read the screen. 

"What follows may at first appear to 
you as unbelievable. However, as one 
sentient being to another I beg your 
credence. My name is Drak-Drak 
Voor, Chief Peace Officer of the New 
Confederation of Stars, an organisa¬ 
tion of many planets banded together 
to promote trade and the peaceful pro¬ 
mulgation of Democratic principles. 

In trying to achieve these aims we 
have only one obstacle in our path, the 
Kannish. Seemingly humanoid in out¬ 
ward appearance, they are in fact a 
highly developed insectoid race with a 
hive mentality. Sharing a common 
conciousness, they wish to enforce 
their own socio-political regime on all 
other life forms. Hive bonding ensures 
that they have no regard for the indi¬ 
vidual, bestowing upon the Kannish a 
cruelty and viciousness that is beyond 
understanding. Many millenia ago the 
Kennish swarmed, engulfing the uni¬ 
verse in a blood bath of terror. Only 
the original Confederation of Stars 
was powerful enough to oppose them. 

"The result of this conflict was to 
almost totally wipe out not only the 
Kannish but also the Confederation. 
Now the Kannish have risen again and 
once more we stand against them. 
However this time they have tempered 


their force with cunning, corrupting 
young independent planets from with¬ 
in, to ally them against the Confeder¬ 
ation. Already the Earth has fallen to 
them. It's leaders have been subverted 
without their knowledge to the Hive. 
Once enough planets have been gath¬ 
ered to their cause the Kannish will 
swarm once more. This time we could 
not stop them. We have one chance, 
the Kannish have only infiltrated the 
minds of the powerful, Earth's young 
have, so far, remained uncontaminat¬ 
ed. We of the Confederation want 
you, the young people, to be the resis¬ 
tance movement of the future, to guard 
yourself against mind control, to take 
up arms for freedom. We can supply 
you with the materials necessary to 
ensure your planets' survival. 

"By completing the Psycho-Profile 
you have proved to be an independent, 
freedom-loving entity. Welcome to the 
resistance. For information on weapon 
dumps, anti-mind control techniques, 
the location of your nearest contact 
group, please insert Disk B into your 
machine." 


I didn't have Disk B. However, I was¬ 
n't too concerned about that, after all, 
didn't the woman say she would be 
back next week? No, instead I thought 
about old Voors' pretentious claptrap 
and that puerile Psycho-Profile that I 
had fooled so easily. As for the 
'Peaceful promulgation of democratic 
principles' I can assure you that there 
will be nothing peaceful about the pro¬ 
mulgation of die Hive. No, there was 
nothing to be worried about as far as 
the Confederation was concerned. 
There was, of course, the small matter 
of the ’Resistance'. They would have to 
be smashed utterly unless they provide 
a problem as they had on Rigel Four 
and Tau Ceti. Still, next week we will 
have the disk, we will have the mother 
and we will have the Resistance, just 
like we had little Ian. It would have 
helped if he had talked before we 
killed him, but never mind. 

In the darkness of my room I clicked 
my mandibles in anticipation of the 
Swarm. 

3|C I|C >fC >|C 
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...THERE SEEM TO BE RATHER A LOT OF LETTERS ASKING WHO OR WHAT IS THE GRUE... GET SOMEONE ONTO IT, RIGHT AWAY!... 

The Personnel File opens again, but this time we are under the request of all those 
amongst you who wrote in asking what was all the fuss about with the Amiga 
Action Grue saga. Well, for those of you still in the dark, we jetted down the the 
nearest pit of inky blackness and spoke to the creature about whom all this fuss 
surrounded. So for this Issue, we turn off the spotlight on a man to whom the 
name Infocom is a way of life (and death) as The Personnel File presents... 




What, for people who do not know is 
a Grue? 

A Grue is a monster created by Info¬ 
com, they're really nasty things that 
lurk about in dark places ever ready to 
devour any unsuspecting adventurer 
that passes by. They detest bright light 
and slaver an unusual amount. 

Why did you pick the pseudonym of 
The Grue? Why are you so loathed 
to use your real name? 

There are few reasons for choosing the 
name of The Grue; firstly I always felt 
Grue's were really quite nice. Second¬ 
ly it was a great idea for my Infocom 
helpline because if you think of a Grue 
you will immediately think of Info¬ 
com and lastly it was a reminder of a 
mistake I made whilst playing Spell- 
breaker. You see with Infocom games 
that allow the use of magic, I have 
always used the FROTZ spell on 
myself as a way of providing a perma¬ 
nent and constant light source. Doing 
so in Spellbreaker was to prove fatal, 
as towards the end of the game you are 
required to change into a Grue via the 
SNAVIG spell, of course I promptly 
died and had to restart After all, who 
has ever heard of an illuminated 
Grue!!! As for using my real name, 
well if you knew it... you wouldn't use 


it either! 

Does anyone mind you using the 
name of one of Infocom's monsters? 
Not that I'm aware of and hopefully 
that includes Infocom. 

What do you think of the outcome of 
the recent Amiga Action troubles? 
Does this mean that you will have 
exclusive veto on using the name? 

I'm delighted about the outcome of the 
Amiga Action trouble, I was amazed at 
just how many fellow adventurers took 
the time and effort to write/phone the 
publishers, it was a matter of principle 
more than anything else. I can't say 
that I have exclusive veto on using the 
name but since the Amiga Action issue 
it proves that to a lot of people there is 
only one Grue. 

Why did you become involved with 
Infocom games? 

Ah, that's a difficult one. I never 
planned to become involved to such an 
extent, it just seemed the more I 
played, the more obsessed I became. 

Of course, the Infocom helpline was 
planned. This seemed a sensible idea, 
where adventurers could ring one 
number and obtain help with any of 
the Infocom tides. 


Which was the first adventure that 
you played? 

I think it was Twin Kingdom Valley, 
though this did not turn out to be the 
first adventure that I actually complet¬ 
ed, which was Waxworks, one of the 
Mysterious Adventure series. 

Do you play any other adventures 
besides those by Infocom ? If not, 
why? 

Yes I do play other adventures. I was 
very impressed with the Synapse/ 
Broderbund ddes Mindwheel and 
Essex, though these are no longer 
being produced. Recendy I have come 
across a guy in Scodand who is pro¬ 
ducing real quality games for the 
Amiga; great text, good puzzles and a 
very good parser. He releases them on 
public domain, which is a pity because 
they are good enough to be marketed 
properly. 

What in your opinion make Info¬ 
com products so outstanding? 

I think it's a combination of originality, 
atmosphere, a great sense of humour 
and characters that you can identify 
with. I also think the quality of the 
packaging is excellent, although 
Arthur was a let down in that respect. 

"...[Infocom's prod¬ 
ucts are] a combina¬ 
tion of originality, 
atmosphere, a great 
sense of humour and 
characters that you 
can identify with..." 


What are your Top Three adventure 
games? 

Trying to give my Top Three is almost 
impossible. I liked Zork II very much. 
Infidel, althought fairly easy, had a 
truly wonderful atmosphere. Planet- 
fall, Wishbringer and Spellbreaker are 
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others that were favourites of mine. If 
I had to name my absolute favourite, it 
has to be Trinity, for its excellent blend 
of fantasy and fiction. 


"...I don't think that 
Mediagenic have 
done their research 
properly, otherwise 
they would not be of 
the opinion that ST 
conversions would 
not sell large enough 
quantities...." 


What is your least favourite game? 
Of the Infocom games it would be 
either Moonmist or Nord & Bert, 
although in a way I admire Infocom for 
trying something different with Nord 
& Bert. The Infocomics weren't that 
good either. My least favourite game 
by another company is probably Zim 
Zala Bim, but I could easily think of 
others. 

What do you think of the situation 
that recent games are not available 
on the Atari ST? Why do you think 
this is? 

I don't really think that Mediagenic 
have done their research properly, oth¬ 
erwise they would not be of the opin¬ 
ion that ST conversions would not sell 
in large enough quantities. The ST has 
a very large user base in Britain, I'm 
convinced Atari have sold more than 
three, if only Mediagenic thought that 
too. 

Because of this situation, you now 
own an Amiga. What do you think 
of the new games? Are they better 
or worse or what? 

Not for a minute do I think that they 
are worse, but Infocom have always 
produced some titles which are better 
than others. Zork Zero and Journey in 
particular are quality games. But I am 
of the opinion that the addition graph¬ 
ics and graphical puzzles in Zork Zero 
did much to enhance the game. 

Have you ever spoken to any of the 
Infocom team? Which one of the 
team would you most like to meet 
and/or speak to? 

Unfortunately the answer to that is no. 
If I could meet/speak to a certain 
member of Infocom, it would have to 
be Brian Moriarty, who wrote Wish- 
bringer, Trinity and Beyond Zork. 

Since the shake-up of Infocom, Brian 
has now joined the people at Lucas- 
films, so of the current staff I would 
like to meet Marc Blank. 


How did you start writing for 
Adventure Probe ? How long have 
you been writing for Probe ? For 
those amongst our members who 
have not seen Probe, could you 
explain your involvement in it? 

After being involved with various 
fanzines, all of which folded for one 
reason or another, I had virtually 
decided not to become involved with 
any further fanzines, that was until 
Mandy (The Editor) Rodrigues rang 
me to see if I would write for Probe. 
Now after nearly two years, it has to 
be the best fanzine I've been connected 
with and Mandy has done a terrifice 
job. My involvement apart from the 
Infocom reviews and other Irfocom- 
related stuff is really no more than any 
other regular contributer or subscriber; 
everyone is committed to try and make 
Probe successful. 

As you've mentioned, you man a 
personal helpline for Infocom 
adventures only. Do many people 
still ring for help? 

At one time I was getting about thirty 
calls a night. Generally though, calls 
have decreased but I only need to put 
an ad in ACE's Pink Pages and the let- 
ters/calls soon start again. I can be 
asked almost anything from 'How do I 
save my position in Journey' to 


GRUE 


whether a game is out on a certain for¬ 
mat yet. I've had calls from most 
countries in Europe and as far afield as 
South Africa and Australia. Some are 
extremely funny, like the Italian sol¬ 
dier who could only speak a dozen 
words of English, or the guy from 
Sweden who wanted to know what to 
do with the cannery in Zork I. I didn't 
realise at first he meant the canary! 

What elements are successful for an 
adventure? 

This depends on your personal taste 
more than anything, but for me it's a 
strong storyline, logical puzzles and a 
sense of humour. 

Are there any games you haven't 
got? Anything that you are still 
looking for to complete your collec¬ 
tion? 

The only game I haven't been able to 
get in Fooblitzky, a graphic/strategy 
game Infocom brought out in '85 for 
the Applell and Atari XL/XE comput¬ 
ers. I would of course like an Amiga 
version of Quarter staff, but since 
Mediagenic tell me that they do not 
plan any other versions, I'll just have 
to look at my Macintosh copy and 
imagaine how good it probably is? 


Liverpool 
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The Bestiary File 


THE IVOLE (Doppius Woolqfus) 'shadow, 2> H ° Und 

SPECIES: Lupine 

ORIGIN: Ring Charles Darwin on 0101-6888-4512: Now! 
DIMENSIONS: Length: Ranging from 2-6 feet in length (nose to tail); 
Height: Ranging from 1-5 feet. 

DIET: Carnivore (Vegans are unknown in the world of the wolf) 
HABITAT: Woodlands and uninhabited backwaters 
POPULATION DENSITY: Common 
GROUPING NUMBER: Loners (but some hunt in packs) 

LAIR: In sets or wild and free 

LIFESPAN: Fifty to sixty years (Little Red Ridinghood notwithstanding) 
LOCOMOTION: Quadrepedal (that's four-legged, dimbos!) 
REPRODUCTION: Typical animal mating pattern (ie. very messy, but 
without any lasting emotional problems) 

MATING SEASON: Early Spring (Wolves are like Santa Claus, they only 
come once a year) 

SOCIAL BEHAVIOUR: Hunters and survivors (usually they come in 
packs) 

COMMUNICATION: Baying at the moon usually cuts down on long 
distance telephone calls 

INTELLIGENCE: Animal intelligence and cunning 

Wolves are ferocious creatures, living out their existence in the wilderness and hoping against all hope that they will finally 
get that audition for the televison remake of Whose Afraid of Virginia Woolfe. As you can see from this, wolves are not very 
bright, being unable to tell a vicious toothy mammal (like themselves) from a famous old authoress. This aside, the wolf has 
had a pretty bad press what with one thing and another. Folklore and faery tales all have it in for wolves and when you've got 
AEsop, the Brothers Grimm and the entire cast of The Company of Wolves on your backs, things are bound to be difficult. 
Signs such as 'Beware Dangerous Animals', 'Do Not Pet The Wolves' and 'If You Put Your Hands Through The Bars Of This 
Cage, They Will Be Bitten Off adorn zoos all over the world, making sure that wolves are kept at gun's length. 



BIXBY By 


Rob-San. 


Inside the Master's computer lies Bixby, the character that you are always 

ordering around when typing commands in your all adventure games. life 
is hard for this little collection of pixels and electricity, as we shall see... 
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...THOSE PEOPLE WHO HERALD 1990 AS THE DEATH OF THE TEXT ADVENTURE, OBVIOUSLY COULD NOT HAVE HEARD OF TOPOLOGIKA! 

Every once in a while, certain names creep into my conversations on adventuring 
along with the Trig boys' like Magnetic Scrolls and Infocom, and this happened 
recently with a company called Topologika. It is run by Brian Kerslake, who 
seems to exploit the smaller end of the adventuring market, turning his back on 
both the ST and the Amiga in favour of the IBM and Amstrad range. Curious and 
curiouser. So, spurred on by The Boss Upstairs and the swelling of our catalogue 
to include all their adventure titles, I talked with Brian about behind-the-scenes of 
this most unique of companies. 

TOPOLOGIKA 

FROM A CONVERSATION WITH BRIAN KERSLAKE 



How long have you been producing 
adventure games? 

About two years. I used to run an edu¬ 
cational software company called 
Chalksoft. Around the time I was 
thinking of leaving them, I was work¬ 
ing with an author called Peter Kill- 
worth who was developing a BBC 
maths adventure game for schools 
called Giant Killer. It turned out that 
this was the same Peter Killworth 
who'd written some of Acomsoff s 
best-selling early adventure games like 
Castle of Riddles, Philosopher's 
Quest and Countdown to Doom. Peter 
was keen to see upgraded, disk-only 
versions of his games back on the mar¬ 
ket, I expressed an interest, and here 
we are! 

What machines do you support? 

I must stress that our titles are disc 
only; the games contain so much code 
that tape versions would be out of the 
question. The adventures are available 
for all the Amstrad CPC and PCW 
machines, for all the IBM compatibles 
(3.5 and 5.25), Spectrum +3, Acorn 
Electron (with ACP +4 disc interface), 
BBC B and Master Compact We've 
done well with the Archimedes ver¬ 
sions; Acorn fanatics are very loyal 
and have been upgrading their BBC 
games to this amazing machine. 

That's quite a range, but why aren't 


they available for the Atari ST and 
Amiga? 

The games are text-only. That's our 
strength, and we don't see much point 
in putting state of the art graphics into 
adventures just for the sake of it. Most 
of our customers seem to agree with 
that; they all say that no matter how 
wonderful the graphics are they turn 
them off when they're playing serious¬ 
ly. It's like the difference between a 
novel and a film. Sometimes it's better 
not to have pictures. Graphical games 
are also very expensive to produce. 
We're only a small outfit and we prefer 
to put our money into great text, 
unusual puzzles and quality packaging. 

That still doesn't tell me why there 
are no ST or Amiga versions. 

I'm not convinced they'd sell. If read¬ 
ers persuade me otherwise, we’ll do 
them. I don't want to end up with a lot 
of dead stock on my hands. ST and 
Amiga owners with PC emulators will 
find that the games work on these 
machines - ask for an IBM 3.5 inch 
version. 

Will you ever produce a graphics 
game? 

It's something we're always reviewing. 
If we do, the game will come first. 

The mistake lots of companies are 
making is getting the graphics right 
first, and then letting the gameplay 
suffer. Most of the graphical adven¬ 
tures we've seen look beautiful but are 
pretty awful to play. At least that's the 
opinion of our authors! 

Apart from Peter Killworth, who 
else works for Topologika? 

Acheton was written by John Thack- 
ray, one of Acorn’s whizz program¬ 
mers. Kingdom ofHamil was written 
by Jonathan Partington who is a lectur¬ 
er at Leeds University. Peter Kill- 
worth is an Oceanographer based in 
Oxford. They're all very highly quali¬ 
fied people. So you see that our titles 
are not aimed at the mass audience. 
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They require a lot of thought, patience 
and stamina to solve. What I'm saying 
is - apart from Giant Killer - they're 
not for kids. 

What titles are in the pipeline? 

We have just released Avon. Full of 
atmosphere, this is an adventure based 
on the plays of William Shakespeare 
(and you don't need to be a expert of 
the Bard to succeed). It comes with a 
free game called Monsters of Murdac, 
and has sold very well. As I said earli¬ 
er, due out in February is the Last 
Days of Doom. This is part three of 
Peter Killworth's Doom trilogy. 
Countdown to Doom sold 25,000 
copies in its original Acomsoft tape 
version - we haven't done quite as well 
with it! The follow-up - Return to 
Doom - was released about a year ago 
and Last Days of Doom - definitely the 
last in the series - brings the trilogy to 
its conclusion. Though I say so 
myself, its by far the best of the three. 
And that's all I'm telling you about it, 
apart from the fact that it comes with 
another completely free game, 
Hezarim. 

But you will go on producing adven¬ 
tures? 

For as long as people go on buying 
them. 8-bit sales are definitely drop¬ 
ping off - witness the withdrawal of 
companies like Level 9 and Magnetic 
Scrolls from that market. With any 
luck that will leave an opening for the 
likes of us. We are very pleased that 
our games are now available through 
Official Secrets, and hope this is a sign 
of things to come. 

And finally, why did you choose the 
name Topologika ? 

I'm not going to tell you. Readers 
might like to write in and try to guess. 
I'll give a copy of Peter's new release - 
Last Days of Doom - to the person 
coming closest. Entries to Confiden¬ 
tial, please. 











Yes, it's true. Confidential is set to become the first adventure magazine ever to 
make the transition from paper to phone line. This means that we are now 
addressing an audience that encompasses the multi-user fraternity too, accessed 
through the Jo system. So if you have a modem, you can now read most of the 
articles herein by dialling the numbers below. This also prompted us to pull out 
the stops and start to feature a regular multi-user games page. And there was real¬ 
ly only one person who knew everything that was happening on the MUG scene... 



CREATOR OF THE MIRRORWORLD UNIVERSE 


I am looking for a word or phrase to 
describe a trend that is occurring in the 
world of multi-user games which is 
new and exciting. AD&D players 
often say to me, "Well you can't better 
the flexibility of having a live Dun¬ 
geon Master giving on the fly deci¬ 
sions and instantly creating situations 
and hazards to animate and thrill an 
adventurer." 

It is perfectly true that when a DM 
snaps open his briefcase on the game 
table, dragons and goblins, puzzles and 
hazards all come tumbling out in infi¬ 
nite variety only bound by the imagi¬ 
nation of the DM and the responsive¬ 
ness of the players. And when he 
drops a new map on the table and 
reveals the campaign for the evening, 
the excitement is intense and 
unmatched, except for when new 
scrolls containing fiendish spells also 
emerge from the bottomless briefcase. 

On the other hand, the flexibility of the 
multi-user computer game is limited 
by the fact that the puzzles and scenar¬ 
ios are frozen in the machine at the 
point where the game creator stopped 
programming. Now in large multi¬ 
user dungeons, this may not seem to 
be a limitation because the number of 
puzzles and locations can be huge, and 
the interaction between the many play¬ 
ers produces an impression that every 
game is a new one, modified by the 
changing relationship between players 
and computer-generated NPC's. 

The limitation enforced by the com¬ 
puter is more noticable in small games 
with few locations and objects, where 
the player is reduced to playing a game 
in which he endlessly goes around in a 
circle, solving puzzles over and over 


again and collecting the same items of 
treasure, and by some means convert¬ 
ing the puzzles and treasure into 
points, as the machine endlessly resets 
them. 

This unmitigated boredom is occas- 
sionally broken when they player 
receives an unscheduled attack from a 
wandering mobile or another player. 
Truly this type of game is a hybrid 
between the arcade style shoot-'em-up 
and a single user text adventure pro¬ 
jected onto a multi-user backdrop. 

In Issue Five of Confidential, I told 
you about Mosaic, an innovation in the 
way games are written and the means 
by which movement within the "Land' 
is effected. I showed that it was possi¬ 
ble to have 'rooms' self-generate and 
also how we can get away from the 
cell-type location. Now I would like 
to tell you about the very latest 
advances in multi-user game tech¬ 
niques which at last brings it in line 
with the Dungeon Master's inventive¬ 
ness. 

In the latest MUGs, rooms, objects and 
mobiles can be created by the MUG 
operator on-line whilst the game is 
actually running. For example, trans¬ 
actions can be carried out such as 
opening a bank account and placing 
money on deposit, as well as being 
able to withdraw (with a suitable 
penalty clause for early withdrawal, of 
course). These funds can then be used 
to buy houses, which can be built on a 
suitable site, which can also be bought 
and sold. This is all done on-line by 
approaching a high-god. 

One really nice feature is that property 
once earned, bought or given to you is 


not volatile; once you own something 
you continue to own it until you dis¬ 
pose of it So you may have a magical 
sword forged and named, with special 
properties, or perhaps, being a wizard, 
you could devise a spell and have it 
endorsed on a scroll. Buy a horse and 
have it wait for you in your own stable 
until you wished to ride it through the 
land. But then the height of achieve¬ 
ment is to become a god, choose a 
beautiful place in the land and have 
your own temple built in exactly the 
style that you prefer. Grant protection 
or patronage to mortals, giving favour 
and help to the faithful and punishing 
the wicked. Creating fabulous trea¬ 
sures for them as well as mighty quests 
or tasks for them to perform in order to 
obtain these riches. Create armies of 
ores and cities for them to dwell in. 
Give them leaders each with their own 
distinct names, abilities and character¬ 
istics. Add to this a highly developed 
spell system and you have a fascinat¬ 
ing advance in adventure gaming. 

Certainly the ability of the MUG oper¬ 
ator through his wizards or gods to 
alter, and add to the adventure struc¬ 
ture whilst the game is running brings 
MUGs closer to the ideal. The global 
reset of all the puzzles and treasures 
once an hour has also been obviated 
and everything is artfully restored to 
the land without shattering the players 
fantasy, this in itself is a great 
improvement 

The adventures that I have been 
describing run on the/o World of 
Adventure system and you can find 
their number and modem protocol 
boxed on this page. In future months I 
will do a detailed reveiw of some of 
these systems, and keep you abreast of 
all the latest and best in the multi-user 
game world. 

Now what should that word of phrase 
be? What generic name would you 
give an interactive multi-user game 
that can be structurally modified whilst 
on-line? Suggestions to Confidential 
magazine for my attention, and a prize 
of one month’s free play to Io's four 
multi-user games, value £10 to the 
reader with the best suggestion! 

* * * * 


Io World of Adventure (0883) 844164 and 844044 8 bit, 1 stop bit, no parity 
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...WELL WE CERTAINLY GOT A LOT OF ANSWERS FOR THE CHRISTMAS CONUNDRUM... THERE IS ALSO ENOUGH SPACE THIS TIME FOR THE WINNERS... 



Back to normal after the Christmas conundrum - look out for a HUGE Crossword next Issue! Hehehe.. 
ACROSS 

1. Do they hang around night clubs? (8) 

5. He gets eggs for gallant men. (6) 

9. Chew over several times for a dairy animal. (8) 

10. Odds here are round. (6) 

12. He gets a summons and starts to. (6) 

13. I turn ropes around right and am best. (8) 

15. P. Baker, seller of mystic remedies? (12) 

18. This trio gets soot here. (5,7) 

23. Bad actor, communist, had me well beaten. (8) 

24. Rugby group quietly steal fruit. (6) 

26. Turn in, yet north, a goos age. (6) 

27. Headless spy turns with pliers and hard to catch. (8) 

28. I float in lanes of salty fluid. (6) / 

29. Went backwards, the communist has a rhyme. (8) 

DOWN 


1. Ship holds lump up for drinking. (6) 

2. I'm a pen in this pentameter. (6) 

3. Flying arms joint? (7) 

4. The smallest turn out no good. (4) 

6. Fill out, peel Tex. (7) 

7. Kiss part of ear for pillars. (8) 

8. Do they tell the cows where to go? (8) 

11. Is this footwear good to chew? (7) 

14. Address of a low-down dozen, less two : squash. (7) 

16. Sing the 'C and draw these. (8) 

17. Unlawful claim in right. (8) 

19. Always heavyweight football team. (7) 

20. This absconder sounds as though it rolled off your 
plate! (7) 

21. These sound like underground instruments. (6) 

22. Made Des pay to have his cat seen to. (6) 

25. Bitter plant sounds like greeting. (4) 



THE ANAGRAM GAME 


AKA A GERJVLAJNT MEAT HAG BY JGHN 


The Manager Hat Game 
has been put together 
with a very special prize 
for the winners - five 
copies of the music from 
Delphine's Future Wars 
on compact disc! These 
are available to the first 
five entries that manage 
to unscramble the ten 
anagrams opposite (If 
you haven't got a CD 
Player, then tell us and 
we'll come up with 
another prize!) 


SeZti e ^ Classic I !?' °. hated swag! 


\ p er man negro 

3 ty- term CJass ic 

4 nlT erela P se 

5 p a< ^ t0 dext er! 

< p, g ' Devi 'ous Filth. 

7 R a !S C 0ffice « ' 

8 ra P e nets 
• Enraged mounts 

y - E>enim caps 


JO. O hated swagf 
12 beak sacJcs 

£ T GJl n ting herd 

17 ^ last y Sierra! 

I J can't find Leo! 

Ine] egant romp rash 
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PRIZES! PRIZES! PRIZES! PRIZES! PRIZES! PRIZES! PRIZES! PRIZES! PRIZES! 


LAST ISSUE'S SOLUTIONS 



The winners of the Big Ron's 
Xmas X-Word (and there were 
a few mistakes in this one so 
the solution above is by no 
means definitive) were: S.P. 
Birch, Richard Brown, Roger 
E. Green, Sue Heathcote and 
Matthew Lockheart. 


The answer to Luck and Logic 
2 is: The fee is one gold piece 
for each consonant in the name, 
and two for each vowel. So 
Girion, Horace and Wilbert 
each need to pay nine, while 
Craven must pay eight and 
Moldo only seven. I guess it's 
also arguable that the Cyclops 
might need to pay nine too, 
given that the 'Y' is acting as a 
vowel in the word! 

The winners were: John 
Ablard, M.C. Duckworth, 
K.A. Siddiqui, Rick Taylor 
and P.S. Thuraisingham. 

The Wizard's Word Square was 
a fiercely fought contest, but 
there was in the end one out¬ 
right winner. It was a close-run 
match, but the final tally for the 


number of words was: 

279 Rick Taylor 

240 Paul Hollingworth 

238 Neil Shipman 

237 Matthew Lockheart 
236 K. A. Siddiqui 

If you have any ideas for com¬ 
petitions, conundrums or mind- 
mangling puzzles, please send 
them in to the Official Secrets 
offices for the attention of Big 
Ron. 

Until next Issue! 



PRIZES! PRIZES! PRIZES! PRIZES! PRIZES! PRIZES! PRIZES! PRIZES! PRIZES! 


li>OK NO FURTHER! 
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You have found one of 
Britain’s leading sup¬ 
pliers of classic adven¬ 
tures & simulations. 

Challenging, unusual games for dis- 
cerning owners (disk only) of 
Amstrad PCW, CPC, Spectrum +3, 
BBC, Compact, Electron (ACP +4 
DFS), IBM PC (3.5 and 5.25), RM 
Nimbus & ARCHIMEDES comput¬ 
ers. 


AVON 



SPECIAL LIMITED OFFER buy ONE of these 6 great games for only £9.95 (Inc VAT). (Special 
Archimedes compilations available at only £14.95 - SAE for details). FREE CATALOGUE (SAE) includes 
full details of Peter Killworth's imminent release, THE LAST DAYS OF DOOM (final part of his best-selling 
DOOM sci-fi trilogy). Special offer orders direct to TOPOLOGIKA. (Please add 50p and p&p.) 


LOCO PO Bok 39. Stiltoi; PETERBOROUGH, PE7 ! 
3RL. Tel: (0733) 244682 ACCESS VISA (24 hours). 


@ 30 ® 





















































CONFIDENTIAL File No. 9 ; February/March 1990 


...THE MAN IN BLACK RIDES AG AIN...WELL AS FAR AS THAT IS POSSIBLE IN HIS CELLAR BENEATH THE STAIRS...HO HUM... 

FOR YOUR EYES ONLY. X 


Ring! Ring! -click- "Well, 
it's great to be back in 
the new decade with a 
file full of mail. So let's 
kick off with a letter of 
thanks from an old 
friend... 

Dear Mr. Black, 

Long time no hear, eh? Well, I'm 
busy! My graduation ceremony is 
tomorrow and I'm trying to key myself 
up for that! I've been going for job 
interviews left, right and centre and 
fingers crossed and I’ve actually got a 
review to do for ACE. Nothing fancy 
mind and probably only a one-off 
(shame!), but the pay's good and you 
get to play the game before everybody 
else. As I haven't said it to you in per¬ 
son, thank you for the Wily Wizard. It 
looks damned good in our 'trophy cab¬ 
inet' (it is, after all, the only one!). I 
was reliably informed by Mr. Knight 
that 'You wouldn't get anything cheap!' 
But this implied that Mr. Knight 
would've got me a penny chew! Thank 
you for protecting my interest and 
coming up with such a cute and apt 
prezzy. 

Out of vague interest (concern for my 
character?) how did I get out of the 
Wiz's Cottage? The door did seem 
pretty certain about locking itself! Ah 
well, bang goes my chance of further 
fame and fortune in the Official 
Secrets empire! 

Best wishes and all that jazz! 

Ian UrquharL 

The Man In Black says: For those of 
you who are new to the Club, Ian was 
the outright winner of a series of puz¬ 
zles called The Wizard's Cottage that 
ran from Issue Two-Six. There were 
various prizes along the way, but to 
win the final prize he had to answer all 
the parts correctly! The prize was an 
actual wizard, and it sounds as if he 
liked it! 

Dear Official Secrets, 

Thank you for sending me a new copy 
of A Mind Forever Voyaging, after I 
had all that trouble with my first copy 
(no status line, meaning - less numbers 
cluttering up the place, that sort of 
thing). Unfortunately, when I installed 
the new game following the instruc¬ 
tions, I encountered exactly the same 
problems. I was all set to return the 
game to you, but it seemed likely that 
even if you were kind enough to send 
me a third, fourth or fifth copy, the 


result would still be the same. So, 
since there was no status line, I decid¬ 
ed to see whether I could replace amfv 
status line on my player disk using 
the STATLINE.BAT from another 
installed Infocom disk {Hollywood 
Hi-Jinx). I tried this, but there was 
no difference when the game was 
set up. I then compared the direc¬ 
tories of the two player disks, and 
found that there were three other 
wotsits on the Hollywood disk 
which didn't have correspond¬ 
ing wotsits on amfv (don't you 
love this technical jargon?) - 
SETUP.EXE, SETUP.INF & 
CONFIG.SYS. When I copied 
these onto my amfv player disk, 

I found it worked perfectly. I'm 
only a 'umble business user, so I 
don't understand what's going on. 

I don't know whether this informa¬ 
tion will help anyone else in a 
similar situation. But just think, 

I've been able to save you some 
hassle and the return postage. 

Lucky old Official Secrets! 

Tom Boon. 


tics or something that I can skip? Or a 
feature on rainfall in Abyssinia? 

Please! 

Also, I don't see why it's just me that 
has to suffer - what's wrong with sell¬ 
ing Confidential in the shops? That's 
right - let everyone read it - it's too 
good to keep to just an elite few, like 
myself. Let everyone be 
kept up all night reading 
"Just one more bit"! 

Yours, Chester. 

The Man In Black says: 
Well, what can we say! 
Still, I think we can line 
up a few articles on Train 
Spotting just to break the 
mould a little. Now contin¬ 
uing on the subject of the 
magazine, we have had a lot of 
letters saying 'Can we have XXX or 
YYY in Confidential?' Well, we are 
always looking for people who have 
expertise in certain fields to write for 
us - on this subject we are thinking of 
including a section on Wargaming - 
much to the relief of one Hugh Neil- 
son... 



The Man In Black says: Well many 
thanks for this piece of information. 

It's always nice to know why things 
are being sent back. Still, it doesn’t 
seem to be every copy. And here's 
another one... 

Dear Man In Black, 

It may be of interest to you and your 
customers that the game Ultima IV - 
Quest Of The Avator, will not run on 
an upgraded Amiga A500. This can 
be confirmed by the sales manager of 
Microprose. It will only work on the 
standard A500 and B2000. 

Yours sincerely, 

P. Stelling. 

Dear Man In Black, 

I wish to complain about Confidential 
- how dare you produce such a maga¬ 
zine? It’s far too good! Every issue 
gets better, more fabulous articles, 
more fantastic features... I mean, 
where are the bad bits!? In other mag¬ 
azines there are usually at least a few 
arcade games reviews to skip... but not 
in Confidential! So I have to read 
every page! Every well-written word! 
Every imaginatively illustrated article! 
Please, Man In Black, tell them to stop 
it - all my other magazines are getting 
left to one side in a big pile, until I've 
read through the latest Confidential. 
Can't you include a few pages of poli¬ 


Dear MIB, 

I'm very interested to hear that you're 
bringing in a wargames person - 
hmmm, I think I'll have to reconsider 
matters and rejoin Official Secrets! 

The ST mags I get are ST Action and 
ST Format (both of which have recent¬ 
ly started up Adventure Columns, 
interestingly enough). Anyway, both 
these magazines review wargames, ST 
Action review rather more of them, 
and try to give them a fair hearing, 
which is nice. But they're always 
reviewed from the point of view of a 
novice, and say things like "very nice 
graphics, should introduce a lot of peo¬ 
ple to wargaming". The problem is 
that I, who have played a fair few 
wargames in my time, don't want to 
know about the graphics. Example: 
Theatre Europe on the Spectrum many 
moons ago was terrible - lovely graph¬ 
ics, hardly any game at all, just a 
straight forward bludgeoning match 
between single character square-sized 
units with little or no terrain effect and 
no scope at all for tactics. Yet the 
(apparently very similar) 16-bit ver¬ 
sion, Conflict Europe has been getting 
rave reviews. AarrghH! Awargame 
review should talk about how easy it is 
to beat the computer opponent, are 
there difficulty levels, how are they 
implemented (better computer intelli¬ 
gence or merely faster production and 
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loaded dice in combat?), are there any 
options that affect play... that kind of 
thing. Once beyond a certain thresh¬ 
old of acceptability, graphics don't 
matter - it's the game that counts. 
Wargames are very like text adven¬ 
tures in this respect. Anyway, lecture 
over, but reasonably in-depth reviews 
written by someone who actually plays 
wargames will be very nice to see. 
When Crash used to be a magazine, 
they had a very good wargames col¬ 
umn (and a good PBM column as 
well). I understand that you want to 
cater for the uninitiated in these spe¬ 
cialist areas, particularly PBM, but on 
the other hand that's a real bore for the 
old lags. Perhaps a beginners page' to 
define terms etc., followed by two or 
three' real wargaming' pages would be 
a suitable recipe for each issue? 


To harp on a bit for a moment, you 
may know about a series of wargames 
put out by a company called Simula¬ 
tions Canada. These are available for 
the ST on import from people like 
Computer Adventure World at £35 a 
shot; they feature no graphics, 
supplying the player with a map and 
"chinagraph pencils", whether they 
are, to plot units' positions. They 
attempt to imitate how things really 
are for military commanders. I like 
the idea, but I'm not so keen on spend¬ 
ing three games' worth (at your prices) 
of wages on one item which might turn 
out to bit a bit TOO hard-core even for 
my rabid tastes. But salvation! Maga¬ 
zine reviews! Errr... no, not really. 

The two reviews I've seen dwelt on the 
novelty of there not being any graph¬ 
ics, then said "it's not as bad as you 
might think, I liked it, why not try one 


and see?" 

Very useful!!! No info on how the 
game plays, or indeed how it is played, 
options, scale (tactical or strategic?), 
quality of opponent, historical accura¬ 
cy, or anything. Most frustrating! 
Right, finally, that's it 

All the very best for the New Year, 
Hugh Neilson. 

So if anyone could fill 
this gap and make out 
ewargaming features a 
little better, give us a 
call. That's the end of 
the Letters File this 
Issue. Until next 
time..." -click- tchuck- 
Bnrrrrrrr.. 


Confidential : The 
Adventuring Mag? 

(Extracts from a letter by Kevin 
Trebell). 


When I first recieved Confidential, I 
must admit to being deceived by the 
cover as it gives you the impression 
that here was a magazine that had ded¬ 
icated itself to the 'detective type of 
adventure games'. 

However, in taking a peek inside the 
magazine I am pleased to report that 
this was most definately not the case. 

I could see that this was a magazine 
that dealt with a lot more than just 
'detective' games. In fact it deals with 
a very broad spectrum of subjects. 

The magazine seemed to deal with a 
whole pot pourri of ideas, dealing with 
non-computer subjects such as Live 
Role-Playing, play-by-mail, etc. To 
me as a role-playing enthusiast this 
was extremely nice. I could get a 
magazine that not only dealt with com¬ 
puter adventuring but the whole 
adventuring world in general. 

Although I found this mish-mash of 
ideas good, I wondered how a dedicat¬ 
ed computer adventurer would react to 
it 

In the first magazine I fell that it was a 
bit of an unstructured mess. It had 
been made up of a series of large arti- 
-cles with no small, light-weight arti¬ 
cles to break up the monotony. I will 
say that the articles did give in-depth 
and comprehensive reviews and did 


ThE SpEAkEftsy 


present well -thought out articles, but I 
just feel that the articles were too big 
and could have been presented ade¬ 
quately in a shorter article. I generally 
feel that the first magazine was badly 
structured and was a rather unimpres¬ 
sive issue. If this had been my first 
issue of the magazine I would have felt 
very let down. 

Comparing the first magazine to the 
latest issue, I am pleased to say that as 
far as format goes the magazine has 
improved in leaps and bounds. I think 
that the editor must have had a similar 
opinion to me about the size of some 
of the early articles. The magazine 
still has some extremely big articles 
but it is now made up of heavy-weight 
articles, a lot of medium sized ones 
and a liberal helping of little articles to 
keep the reader really interested. The 
magazine now seems to concentrate on 
adventure gaming and role-playing in 
the fantasy genre. 

Confidential magazine's biggest assets 
are its writers, as they really lift the 
magazine above all of the other com¬ 
puter mags. The writers are extremely 
good at expressing themselves and are 
able to put acres their thoughts in a 
very intelligent and quite humorous 
fashion. Even the long articles have 
been saved in part by the writers. One 
article that illustrates the talent of the 
writers is the Zork feature in Issue Six. 
This was a very interesting, very funny 
piece of work and was one of the best I 
have yet read. The writers managed to 
make a very good article out of what 
could have been a boring one. 

Over the past issues, several brilliant 
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articles have appeared within the pages 
of Confidential. The magazine has 
often been let down by just a few 
pointless articles. An example of a 
couple of irrelevant articles would be 
the article about the development of 
chess playing computers and the one 
that looked at four different flight sim¬ 
ulators. I would like to know what 
relationship these have to adventuring. 
In these features the magazine seems 
to have strayed a long way from the 
designated path of an adventure role- 
playing magazine. 

Something worse was the appearance 
of an article comparing Elite to 
F.O.F.T. these two games aren't even 
very thought provoking. Don't get me 
wrong, the article was very good, it 
just does not belong in an adventure 
magazine. 

Over the Issues the magazine has 
developed several very good articles. 
One of my favourites was a feature on 
Multi-User Games. It was obvious 
that the reviewer had a lot of enthusi¬ 
asm for the games and had obviously 
play-tested them thoroughly resulting 
in a series of well thought out, intelli¬ 
gent and extremely readable articles. 

A very nice article was the one on the 
exploits and qualifications of the 
intrepid team members. I'm still not 
sure that Vera can be trusted. Is she 
really a terrorist? 

With these problems cleared up I feel 
that Confidential could really be head¬ 
ing for the big time. 


















HAVE YOU THE RIGHT STUFF TO BE A FULL METAL PILOT ? 


F ull metal planete. 

8:54 am. You will have to 
prove that you are the 
Cobra Steel Company’s best 
pilot... 

Your mission : land your spa¬ 
ceship, get a maximum load of 


spaceship bursting with ore. 
Under your command a whole 
steel armada : barges, attack 
boats, tanks (amongst them 
the famous T99 known as the 
“Big Heap”), transporter crabs 
and the unique “Weather 
Hen”. This extraordinary 
machine, the technological 
pride and joy of Ludodelirium 
Motors & Co., is able to trans¬ 
form the ore into material. Not 


get stuck or your tanks flooded 
in the next turn! 


[n a previous campaign, this attack boat got 
stranded on a reef; now is it abandoned: “The 
ore goes first!" 

ore, disintegrate or get hold of 
the precious equipment of the 
rival companies and, if 
possible, capture their own 


Isolated by the high tide, with its defenders 
neutralized, the "Delirium galaxy" may be 
your next victim. 

only that, it also foresses the 
changing tides. On Full Metal 
Planete ignoring the rising tide 
means foolhardiness. How 
easily your attack boats could 


Free game piece enclosed! 


It is imperative that you lift off 
before the Big Flood, announ¬ 
ced for the 25th turn... Ground 
contact in 50 seconds. Wel¬ 
come on Full Metal Planete! 
Action, fights, stategy and 
diplomacy in a fantastic Sci-Fi 
world where up to 4 players 
(humans and robots) affront 
each other in a thrilling compe¬ 
tition. 

The computer plays not only 
the part of e referee but also 


the barge which can transport ore and vehi¬ 
cles. 

offers you adversaries who 
are always available : 6 robot- 
players each having their own 
character, but they are all pro¬ 
grammed for a sole aim : beat¬ 
ing you! 

Furthermore this game con¬ 
tains a graphic tool to create 
your company’s blazon and 
strategical problems for you to 
solve in order to get trained. A 
superb adaptation of the board 
game in the style of the games 
created by the Cobra Soft 
team : Bertrand Brocard and 
Roland Morla. 


Available on ATARI ST & STE - AMIGA - PC COMPATIBLES . 

O G R A M E S 


A situation overview appears on the radar 
screen. Beware of threatening “Black Star”! 
What about an alliance ? 


Stuck in the mud! This venturesome crab has 
been surprised by the flood and can only 
hope for hie next low tide. 
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